Ij: 



L 



RO GAME 



No4 MAY 1984 

75p 



ADVENTURE 



DRIPPING GOLD 

Gdsoft s THE QUILL spawns 
monsters 



ItPfn NOUL 



Time to Silt off on our 

ADVENTURE TRAIL 



WALKING 
THE PLANK 

Software and Piracy 



f\t Y BOARD 
REMBRANDTS 



f 



>!♦ 






n^^ 



SWEET 



i'^^* 



^ 






T4^%fhi 



mt 




MICHDMEGA: 

DEATHCHASE 
LUNA UHABS 
HAUNTED HEDGfS 
S1AF1CUSH 
AIC195 
lor (In 
l6Kpr4BK 
Sptdniiti 




TrddeEnquiJfie&; 

Microdeofdr 
0727 34351 

&ia3 62222 

(S1 420 SMS 

Pinnocle 
066973^1 



^^igbivoi 




mEGfl 



3-Drmenstonal arcade strategy C^&) 
on the 48K Spectrum - £6.95 ^^ 



Compatible with Kempston, Prolek/AGF, 
and Interface 2 joystick types. 






&p:ei=trti!im 



ISSUE 4 MAY 1984 




1 



I 



unmr 
Rog«f KaahJ 

CWMllMt «Cl1li>r 
Frmnco Pmy 

David vy»tecn 

Aftadttw 

Oltvw Frey 

Cimi Italum 
John Edwards 

Staff iMfflaf 
UoytJ Mangraifi 

Conmbiitino wrtlirt 
MplihQwUrflfiddll 
Chfli Pass«y 

Subscfipllofi man agar 
Den^s€ Robartft 

C 1SB4 Nswsfl#ld Umlted 
Craih Micro is pubtbtved 
monmiy by Ptawatldd Ltd. 
PO Box 10. iudtow, 
Shrop9htmSY6lDB 

Tfiaphom numtera 
EiMortal 0Se4 4001 
SubSdriplkHii 0S84 5620 
Mtafflair>e 01-624 0070 
0664 4601 
Hot Lln«05S4 3015 
No ^^latena^ may be 
repfodyced in whote or in 
p^rl without written dons^nt 
ffocn f he GOpyFighi holders 

^riouf origl nation by 
Scan SludJOv 44 Wallace 
RMd. London 1^1 

Pr triced in England dv 
fnycnouf h iUVtb Oitiai U^, 
Burr rngi i:iri W4V ,. Pl¥ moy I h . 

Dkttrlbutio^ bv Oomi9. 
Tavtitock Road, W*^T Dx avion, 
Middta»MUS7 70[ 



Addi! tonal setl Ing and 
process woiic try The 
Tortoise Srnsll Pres^a, 
Ludrow, Stiropshinr. 

Subscfiptkins' 12 ksatj^s 

eiDO UK Malntand {post 

frw) 

Europa: 12laeuefi El5(p<^1 

lfa«t 



We cannot undarlaka to 
rat urn any iii^rlTtendf 
pholographit maiafial sent 
to CRASH MiCnOunlMS 
Mcompaj^led by a srampod 
^ddreasad anvaiope. 

Co^im by Oiivw F«y 




THEQUiaORtPSeOLB 

Wteh ^ at GilsoH s The Quilt utility and progefiy, 

REVIEWEflS' COMPETITION 

Recite and ihe three winners revwews. 

R£MBf1AN0T&C0 ~ 

CRASH looks ad:anci€OfnparesaomoDrav# L 



ZX MtCflOOHlVE 

Ttit tegwtdaiy b%m. appears for f eal . . . 

CHATTING UP YOUR SWEETALKING 

FRIENO 

Cheetah meets Micro Command 




EOrrORIAL 

tnclex to Reviews ar>d Advertisers, Commefil on Piracy. 



CIIASH FORUM 

Your \&r s Cheats' Cdmer. 



NEWS UPDATi 

A bnef rourxJ-up (or the mooth. 



d 



THE AD VEMTUAE TRAIL 

Derek Biewiter sals off , , 



RUN FT AGAIN 

Fourth in our compaJtson series, we look atn Pengo' 
eames. 



il 



THElHIMtNALMAN 

Cross arvd Co m the wicked cHy of JC^bwob 



CRASH QUZ AND ANSWEAS 



INCENTIVE CFIASH COMPETITION 

Over El, 000 in prizes to mnl 



CfUSttttOTUNE 

top 50 ravoume programs lor May 



VEUOR's urn 

Pick of thQ month itom arTiong the eafabKshed Qames, 



£4 I SPECTRUM SOFTWARE GUIDi 

^^ i I Board qames simulations strate<|ie5 and advenlurQS. 



CRASH HITS pages g.9.ia,17.&26 







CRASH May 1904 




NOMEN 
LUDI 



Thfrrt'i been a tot ol l:ea( in recefil 
yean about microchip lechnotogy 
andthe way it rs chaAgmg ouf 

IMS. Marty SOC1OIO91SIS have 

Mcened tfie mtcrochsp rovolulKXt to 
Ihfti of ih« Industnal Revolution of 
the iStti and itthcenKurkfls Ai 
ihat ttma mveriEion and 

<Jeviek>pmen! was vpiy much in 
Hie hands of inspired people, 
gr^ed not piaymg an untmportant 
fole in Iho msptralion! The 
Vldonan^ have left us a lot w 
Deg^cy of mstKuiionB funded by 
Ihat wealth But what niost 
chaiaclertsed ti^ perKKJ was the 
stref^th ol the individyafc spi rrt. In 
so many respe<^ls [fw computef 
games martei echoes that spint:. 

If ia a market in whch 
emrepeneura ard t^ervted people 
can Roiirtah. and have doite. 
Srlttln haa been p^t^culBfty ftch in 
indMcluil«fh}rf aa regards gaiTiee 
softwwii. As In the 1 9ih caniyry. 
what siart^ as a cottage irNdustry 
has grown into a maior business 
Only the lime scale has altered - 
two years ago it barely existed, 
ihe lip of ihe iceberg being 1 he Liny 
ctoisifled ads in Lhe new cocnpulor 

Of cotifse the developmenc of 
microchips artd microprooessers 
has been in the harfds of 
corpofBlions, usually American, 
certainly no I a oottaoe irvfuqtiy. 
But It iA th« efforts of fndivlduala 
wtucn has made 50 rmjch 
aoftWMa availabto. And r^ 
advm» haa b«en aa spectacular 
iH OwA ol Spectrum games. 

It would be eaav to dismiss the 
di¥etopmenl or gam^ software 
n a fttMotous side issue ol litUe 
impo rtmv p Q in the genet al schome 
or thlngi Yei the d^recior of a well 
hr^own software house thai also 
does oommerc* solWaf a 
developmant, tok) me that m his 
pfMruon some of ttie best 
programmofs in Vie world are id 
be fourtd writing pamet for the 
Spectrum The skMA they have 
tmd 10 develop woutd put iho^ o^ 
pfogrammefs in whal mhghl b^ 



called the more serioug marhet to 
shame. 

Marketing pressures arri 
theincreasing sophislicalionor thie 

Smes market, have inevftabty 
ced mosi ol thoM eariy oott^fe 
industries into much bigger 
coficerris Yei the spirM remains^ 
and ^I ts a s ifl n oMhe strer>gi h of 
I ihar spiht thai compieiely n^w 
companies like Qmnofk Oami« 
of B^rfTiirHgham can emerge wfiha 
game as sophisticated ar^ 
impressive asAd A^rra (whK:t>is 
reviewed m ihis tssue) So as 
owners and user of the ZX 
Spednim. we can feel proud to 
belong to a tradition bare^ out of 
the cradle thai ye4 has achieved 
aslounding [hings And don I think 
that t^cause you may only t>e a 
ptayer or games that you haven t 
had a tot lo do wftti Ihtat 
achfevoment. Nothing is worth 
anylhir>g untrl it Is used as it was 
interxted Agamecannol exist 
without a marttel to purchase it, 
and it dies without the feecfeack 
the markoi off ers The feedback 
ish'l only imajicjaj, its also an 
emotional spark whicti finds iis 
way back to publisher and author. 
Because of that vital mterost in 
good games we can now looH ai 
an ammWitng rarige of programs 
ofNghqualkty. 



WALKING THE PUNK 

Sadly, a Jot of tJii$ is at n^k 
B^:bmm froducing oompular 
games ts a ftnanciaJ businefla, and 
aev el o prTteni marketing and 
dupfldnion costs c^n be very Nl^, 
software houses rveed aiJ the 
levenue they are supposed 10 
receive from the sale of their 
games. The can<^f rotting in the 
heart of ttie British software 
industry IS Piracy. 

According to QO&H (Guikj of 
Software Houses), piracy d 
software is costing the inlduslry 
£ 1 00 miElion a year } Some 
estimaies have put the ligurer 
higher or course the pert^niage 



pi thai f ^ure made up by 
Spectrum software ts much 
smatter , but the scale ts still 
staggeitna. Commertial piracy 
prc&ably doesn't affect the games 
markel to a wo^ryin^ degree, 
though there have always been 
Ehe n_p'Ott merchants arKl Bnng 
and Buy boys m tho irade shows 
wtio can offer brand new gam^s at 
less ttian trade pnoea. One such 
fMorioua offsf^dei t^^a been the 
bearded young geni who trades 
ZX Mtefoialra m London under (he 
name ol Chichester Discounts, 
and who was seen on on occasion 
handling large quantities of an 
EMAP pubticatiof^, yoi#f flobof at 
a recent ZX Jair These peo0e do 
damage, but it s not Separable 

The most serious damage <s done 
by the pul^ic themselves Unas 
become fashionable to run 
computer ci ubs as copy ctutM . We 
are tosd thas schools are txjtbeds 
of software copying, user groups 
actually run mini production Jines 
at Ihe^r evening meetings and can 
steal as mar^y as 2000 copies of 
successtui individual iHlesat one 
go. According to Imagliie 
BOllwarre seven ooptes for each 
legnimaie product sold can be 
considerod as realistK:. At this sod 
ol rate M is easy to see what a 
harmless' Ntrle activity like getting 
together wMh a few fnends to copy 
some games is doing The 
outcome IS sadly obvious. Small 
tdttw^m fMX^ses with very 
in-demand games are tfie mosi 
susceptible lo the canosf , bifl 
ewen the biggest can! e^^M the 
cor^sequences of the 1 manual 
slump copying causes The logical 
conclusion 15 that games software 
for the Spectrum will C^dse being 
produced 

Is the what we really want? It s 
known as killing the goc^e that 
lil^thegol^neog. 

The CdfTipuler press has also to 
bow its t^ead m itmme, or perhaps 
It fua OTily paid hp service to the 
scftware business seeing it as a 
good source of advert^ing 
revenue and nothing more - }iM 
pui a few games reviews m to 
keep the puniers buying I Jn the 
gr appto for adverliatng revenue, 
nmgazine after n^agaihw has 
oRered space to prat^ and 
ditscount ckibs. which usuatty 



disappear after a couple ol 
months of ads have resulted In the 
desjred response lo those three 
famous oames for 99p Ttiey have 
ati0 allowed th^ most blatant of 
dMitiNed ads to gq in. offenng 
OQpvkng services, and ev«n diey^ 
copies made l^om original tapee^ 

PIflACY 

'CONDONED' BY 
COMPUTER 
MAGAZINE 

There's ot>viousiy a cortfltet of 
opinion about piracy between 
sotne ol the computer maj^knes 
aiKl iheadhvafe industry which 
Imely supports ehe pubJicaiions 
wttn therr advertising revenue. H 
editors oi maga^[ries oontinye to 
turn a blind eye to the srtuatksn, 
then they will cuily have 
themselves to blame when the 
I revenue dries up because games 
ssmpanies can t alford to 
advertjse any more 

The nrosl blatant and 
aatofii^itng case of ediodaf kfiocy 
raoamfy carrw from the Piterch 
toitie of COMPUTEfi CHOICE 
fnaj^ifne in his editonal Bill 
O iim at t admrts to copying 
programs for back up reasons, 
wifMly ignoring thai io mamy 
bacik up coptes are sdd In their 
ttiousancfe t^ pirates He sees 
nothing wtorig with this, says tt 
cant be slopped, and ofters this 
comforting crumb of wisdom 
'Furthermore, there is no better 
Bdvert^semont for i company's 
next game than a weit-ksved, 
constantly played copy Of tl^ 
previous game, ever^ if it was 
pirated; 

He sets out by saying, Software 
companis are for ever mosnirtg 
atKHJt softweri& pirates They 
complain that Ihe activity ls 
robbing (hem ol profit WNle there 
IS rK> doobi that such actjvily don 
go on it lanot mythmg like the 
amount ol hamt iwt »» moaners 



I Bannin, Compufer Choice 
and BiiBlrasa Press imemattonei 
have evUanlty kKiiksd Into the 
ffuMsr a great deal more 
thofonghty than the software 
houses lo make such assertions. 
Equally. Ihey woukJ no doubt be 
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riflppy f or user groyps to t)iiy one 
copy Qi ifwur magazine and l1^n 

OO^iMftiM 04 Ghftfga At ihe sama 
tfme, Cbmputef Owce. like s 
number of olher compyier 
magazines, efteOirveiy cofTdone 
ih^ acttvrttw of ptrai05 by al^owinfi 
IteaclMfitemeni of copycar 
pfTogittms. tt musi seem sirange, 
then. Ltiat software noiiiM 
cofttmi>0 to adveftiM iMlth 
m«ffxhnw wtwn itufi la tha oWciat 

AltJHICjO. 

HAM RRATIS 

MkktfFtegflfiid olAAF 
8tillvnr«. avKtentty does nor 
sJtiAm B4II B«fvn«in'» 
happy 'QO^ucky iinitud^ to 
aotrwafs pirare$ Mr Bannett in hm 
ttdtlixiai admi-r^ 10 tha possibility 
mal, only half Ih^ COfwes in 
ctroilatKjn are "offtctaf" ' Miko 
Fiiz§afdld cor^^ers Imaglrw'ft 
datm ihat for every one copy mokd 
sev^n fllegal ones eMist. is 
actuaHy consefvative, Afxl he has 
good fwson to believe his f l^urois 
€^m ihan 1 hKJse ot (the 
wen-iniofmed) Mr BflnnM. 

As a result Of inloilTiBten ptftced 
Moffi A&F by a r^ 10 ham. Mike 
Fttzgerakl tras un^^vf^red a 
conspiracy on ih^ air wavea <A 
$t»g§Qnng pfoporlioris Mik« 
dairro itvo t software hous^^ are 
cuff&ntty losing bet^Ar^i^n E5.000 
and epO.OOO per iitte, a total toS3 
conservaltvely amounling to £28 
iT'rtlion a year, thfoyg*i the 
tf ans-mtesions ol games sottw^^ 
over Itw air waves between Bnttsh 
fadio^ams. 

Appfoximalety bQ softwara 
noMses whose proorams are 
mvotvad indude A&F. Anirog, 
AddlciEve. BugByte. C R L , 
Meft>Qurr^ Hous€, Micromaniha, 
Ooean. Qutcksilva. Sih/srsoft, 
Vort^Ji. Virgin, lmagir>e. DK 
Tronic* and nvany olhers. Games 
ratdfly avi^taMe and Iree of 
charm tndude any major title you 
can m^nk of So far a lota! of 41 6 
Spectrum games have been ijsled 
as fc>^ing r^giMady tranainittad 
berween mdie hama. 

DuChoua at first of ih&\t 
Infofmaitt'^ daim aboyi air wava 
piracy ol software, Mf s«4 up « 
mofHtorif^ stawofi o( thw tocal 
■tea, and wtthin one hocir 
n800^d<^ off-air the iransmiasifon 
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of aoftwara daia tot rour 
wgtMcnown games. Convinced of 
the necessil^ lof puHing a slop Id 
thi* octivilyp AftF have fmm 
in£t>0atad ihe setting up c^ a (^kn 
ol monitoring siatiorts around the 
ccuniry. As a result ol their local 
station mey af © pursyirtg 
mjuncliofis agajnsrappr03(^msle1y 
30pftOp)a within a SO-miio radius 

The Department o( lF>dustfy. 
wthich Iftc^rvc^^ private rad>o hamg, 
says Ihat l^here are some 50,000 
IkC^nsed operators in BfHain, TTie 
tarrtis ol their licence strkUy 
f ortjids the iTan$miasion of 
copynghted matanai or any 
eniertainmen^ matanaJ. 'Wa are 
goina 10 ahyl Chaaepaopla down; 
sayalMce , TTiey Ww* mey are 
ffiodem RoWn l^boda. but ihey 
arenl 

Mike IS also wei\ aware that 
some ol the worst ptratas are ' 
school teachers and school 
Children, but the ^aie of radio 

racy has made the soitwar a 
mrare that their vary 
depend on puttirig a 
flop »Hm mm m possrbia The 
afgumtntoftafi oMared that il the 
prE« of sottware was lower then 
pimey would dte out seems 
spurrous, Wike thinks. The prtce 
per play of a garne on a home 
oorripMlarNisto be 
penoa, compared with the 20p or 
ffwe taquired tor an arcade 
imacNna/ he says Ke atso potnis 
om that if ptracy was stamped out 
Ifien salas of ga mas casaanas 
wouM rise by as mych as lan 
times, whicfi would immedtai^y 
knock £1 to E2 off the cyfrent 
pftcea anyway 

Perha{]b the only bnght irony in 
9m whota ttiing ka thai the biters 
«ra Ite gtObio tM : copycat 
progrwTO wfiich nr>ost nxagailnes 
have stowed to be soU through 



claraHled ads m their pages are 
now atso beirvg piratiid^ and 
transmitted ftirough the airwaves 
tw radio hamat But ttien we va 
mmmfB known thai thara s no 
hofXNJT ainong Ihia^ea. 

In GOinmon wWi a kM ot other 
very oommiltad aoRwara 
speciaistBH Mike Rlzgaraki feeta 
strongly that one of 9m aaddest 
aspects of software ptmN is it\ai ii 
»S killing off r>Ql only a vilal 
entartainmerrt irKlustry in its 
rntancy. bgl. more important, also 
killing off an industry which is abte 
to empkjy a great marrv yo^ng 
people who o^l^enMiae lace a life 
on the dote. Unfortunelaly it 
se^ms ihai too many of the 
compyler magazines who art 
whiifii Itiey are today because of 
tha aoftware industry are content 
to sit back and lei H happen - 
they ve made their mofiny . 

Softwata pfOduoaf Abacus has 
lotd us tfiai itiey haw developed a 
taasatte tape proiection system 



for soffwaj^e. TTvee rr>onths ago, a 
sim^llaf idea devetoped by Jim 
Lamont was fumped on t>y tfw 
Minislryof Delence Jim Laments 
system operated on The bias 
signal placed on any tape by a 
recording machine, but details oT 
Its op^f ation are riow top s.«ci^ 
after MOD acted to seize all 
inf orm«tk>n raiating to the 
copyright pigtection device he had 
designed. 

Ctfttly Sharw ol Abacus lells us 
that rhe^^ system is nothing reaHy 
new, merely an sditpiation of 
somethrng which es already m use. 
but which rio one had thought ot 
uslr*g ^n cx>nnectk>n with 
preventing illegal copying of 
sdHware from tape \o taF>e 
Abacus loo have been jumped on 
by the MOD, wh^ch appears lo be 
worried at>Dul any lorm of tape 
protection^ but unhke Jim Lamonl. 
Abacus seem confideni that Ihey 
will be deared to go into 
production of Ihe unit wjthm six 
weeks Cathy saJd that samptes 
had been tested by several pooplt 
who had tned to copy ^dfttimm 
programs whidi IhkI been 
mastered using Itm prolecbon 
syttatn. WhMe a copy waa 
pMsma, It wouM not foad 
pioperty or run, and tf>a general 
Impression was that Ihis device 
really would work aftectively, 

Cathy Shaw, ^n common with 
n^ny producers Ol games 
software, has campaigned lor 
some tim© tomave fh^ authOfHtas 
into ^cthon figam^i the piraiaSp and 
ttm ^ aware ihai the most serious 
fireail lo ihie British software 
industry corner from computrng 
dutis and schools In one ir^ianoe 
she Cites a teacher who has 
tiappity conlessed to making iin 
easy £500 a week Irom selling 
illegal tapes ol games to his 
SChiOOf chiPdren 11 the Bnlish 
anfthonlies m charge of schools 
ara going: lo continye aJlowina this 
kindof freedom, one wfuch dten 
extends to the actiool copying 
educational programs for use m 
several ctaases lo continue, then 
Ihey ^wm\n everything a work 
receaalon can throw at them. 

In the end, only one thir^ really 
matters, and we musI aii a^ 
ourselves itw question very 
seriously Do you want to see the 
iwme GOmpulef games market 
fade to nothing? If yoij hMvf^ any 
interest in wntirii^ oamas 
programs you might v^Wt to 
manual Viem - but whal market 
will be left? It is time to wgke up lo 
me f a« Itiat every sloten copy of a 
game is damagir^ the very 
market thai has given, and can 
continue to give, so much 
enpymeni for real^ very Irttto 
cost 
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Trashy Gossip 



Rk;k}ng ihrough the pages of a 
cynic^iy up-markqt publication, 
whose name escapes me for the 
moment -Pemon^ Computer 
Garbles 1 think it'acaiied - 1 was 
tafldraMl tomrnt a snippet ol 
goai^ InccmMquantiaJity whteh 
augflHMlad Ihal CAAS^ iS a 
dowrvmvkei magaxiia whtdi 
caraa nolMng lor objeclMty^ Thli 
because of an arMcia on 
programmer SimTterfier written 
by Andrew Hawaon (Tgrrwr's 
games &^e j^ubltshed by Heweon 
Consutiants) This pen nt may have 
had some vatrijrty had weit^dld^ 
ttie Wftter'a identity 

Whafs sutpris-if^ abot/t tfie 
ptace inP^fsOfy^ Corr^putm 
Games {Apnl 19S4) is thai anoEhar 
computer title should obviously 
feel so threatened by CRASH M 
to resort to cheap smear tadica 
like this, and it woukJn i even rate 
a mention it xfK^e tactics were 
only c^yifinecf lo the scnbhiings of 
an unin^portarrt hack 
Unloftunal&iy they have extended 
to advertise ment executive of 
PCG spreading fSasehoods If* 
public, a matter J can t go into 
here, unfortunately. 

It s all supposed to be )o% lun, 
im sure, with the wnter jokingly 
forgetting the name of CRASH 
and subStkiutiriMg TRASH msle^d - 
after alL I cou^d repeat a narne I've 
heard on several iiips which says 
iwt the knWato FCG really Mand 

but It doesn I really gal our 
rMpective readers very far. As tor 
dbwrhmailcet - at least CRASH 
itiimpts to offer readers what 
tilisy warn to krxjw. whereas PCQ 

gfeu/ Compiere Guide to Mf&^ 
nenmnfrmni) off er s very iMa kk 
the way ot obfectrve or detailed 
reviews, and more resembtes a 
cynical exercise m nvarketing (187 
pages. 67 of editorial including 
program lisljngs^ Cornpared to 
CRASH: t28 pages, SB editorial). 

PCG IS losing its gnp if il fa«ia 
the need to s^nk to gude^ dtms 
tactics Ihe tMs agamsi otner 
maoazines 

ROOER KEAN 



ERRATUM 

Due to some snexpiicatjle error in 
typasett^r^; Oerek Brewalar wsa 
italid as the author of MC 
Lothtorten'a Mc/omouie Goes 
D&btjggmg m lasl monttis s issue. 
We apotogisa to aii concerned. 
The author ii in tact Slav* 
Hughaa 
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GAMES roR BOYS 
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GAMES FOR GIRLS 




All avaflable for Spectrum 48K at £5.95. Selected titles available from 
larger branches of Boots, Greens, John Lewis Partnership, Rumbelows, 
W.H* Smith and all good computer shops or mail order from 
lases Computer Simulations Ltcf.r 14 Langton Way, London SE3 7TL« 





Strategy Games. They're no pushover. 







CAN YOU HANDLE THE ULTIMATE? 
THE WOST AMAZING PROGRAMMES, THE SMOOTHEST 
AaiON,THE HIGHEST RESOLUTION GRAPHICS? 

ALL ULTIMATE GAMES ARE AftCAOt STANDARD, 




*-«^wii4 




FEATURE PACKED, lOO^o MACHINE CODE. 

AND PURE ADDOION. 

SO WHICH WILL Blow FIRST - YOUR COMPUTER OR 
YOUR MIND? 

ONLY £C>50 EACH SSZZ 
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,=J^OVT)Q, 



Xcrtk- 



LHUf Jftwp tptZK SfiAdrum JiIFk li/l|K ZX SjHCttu^ 



Send io; 

iHHrrtof? Pkiy The Gome, 

The Green, 
I Ajhby deidZouch, 
I Leicestershire. 






Uhifnotv f[^ The Gonrw ii o Irode mrw of Ai^hby Comfulvri and Gro^ahict Lld^ The Greea Aihby de b ZweK Lekeslanhira. Td [0530} 41 148S. Ded«r dnqwriei wtkofne. 




Jet Set Willy 

Producer: Sottwara 
Projects 

Memory required: 4aK 
Retail price: E5,95 
Language m&chine code 
Author Matthew Smith 

There were rumours that 
M&mew SmUh was a figment 
nf the Liverpoot compuUrvg 
mast psych©, or merely a 
daver code name for a TamJy 
computar. There were 
fumours that Matthew Smith 
dkjn't really exist, and Ihat if he 
did, then Jar Ser Witfy dsdn i 
and woutdn L So. after all Ihe 
wailing, was it won}> it? In fact, 
it s probably wortWess eveti 
reviewing Jet S&t WtUy. Since 
by ihe time you read this you 
will probalm have already 
worNed out the boots to cheat 
the game f 

T^a rags-lo-nches story ^s 
ab'eady well known. Rich from 
Ma sub-Surbilon mining 
explofti. WiJiy has bought a 
huge mansion with over 60 
rooms, most ot which ha has 
nevef seen. There s been a 
mammoth pa rty and Ihs guests 
have left the place in a dreadful 
mess Willy just wants lo go to 
bed. bui hiS housekeeper, the 
n|ghmansh Martha, wont let 
him until every bit and piece 
has been piclced up and tidied 
away 

It \b always drtticult to do a 
sequel to a besi-seller. Not 
only should it have the sarne 
style, tt should be bigger and 
t^etler. Jef Sbi WiUy seems to 
score on all counts. Very sens- 
ibly, It IS actually a very differ- 
ent game to Mmylc Mmer, 
much mofe of an adveriLure m 
which the player can move 
freefy tietween the linking 
rooms and work out the stnic- 
ture of Willy s strange house 
In keeping with a good adverb- 
lure, thefe are some random 
etemertls tt^at have be<en 
ttwown in. In some rooms the 
hazards may charge places, 
ordisappearaftooeiher Some 
rooms may not be entered 
frotn a paJlicular directton - 
you lose all your lives, and 
somelimes that ctoes not hap- 
pef>. In all respects, the crea- 
tion of aJl the rooms is ejccap- 
tional, each with its own 
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It is unusual to have one software house releasing two 
really excelleni games at the same time, but that is what 
SoftwarB Projects have |usl done. Manic Miners follow- 
up. Jet Set Wifty, is obviously destmed for the top of th^ 

I charts, an^d its almost guaranteed success may well ovet^ 

I sh 



shadow the second game, whicti woytd be a pity, 
congratulations to Software Projects. 



Scf. 
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peculiarities. Some ot them a/e 
very hard to sofve 

Sottweie Projects have 
included a complex colour 
code with the inlay, which must 
be looked after at all costs, 
since the game will noi run 
without a correct code entry 
after loading is completed. 

CRITICISM 

i oonside r this game not as a 
foltow-up to Manic Mmer, but 
as something quiie different li 
has a totally drflereni game 
structure, more interesting 
graphics - like the swinging 
ropes that are highly realistic. 
hobbmg rabM^. deadly ra^or 
blades, wobbling jelihes and 
endless other inventions Not a 
single graphic has t>een taken 
Ifom Msnic Miner, with the 
exception of Willy himsell, now 
in a natty har rather than his 
mining gear. Quite simply, the 
sound IS e^cceilentH the graph- 
ics are brill and the coKKjr is 
great. A classic. 

tf Mank: Miner wa$ mad- 



dBfimg, ffustmtiF^g and fun, 
then Jet Set WilJy should Q&r- 
ta^nly be put on the GovBrn- 
fnef}fs list Of prosCribBd 
drugs. The cynicaf manner in 
which you are gi^en so many 
fw&s to ptay With is jusf lypicai 
ot the extraordinary talent of 
Matthew Smith - m&m 
through and through! f 
thought, welt With $o manY 
lives H mast be easy to get a 



long w&y Yet they just disap- 
pear before your very eyes. 
ThB detail of the graphics ig 
marvelious. The dreadful 
Maria with her pomtrng hand 
of accusation, the ftickefing 
candles, the grinning h^ads, 
the leaping secunty guards, 
ju^t BverYthing has been 
worked as tar as rf can go // 
there's no tfemo tn frtis game, if 
IS because it would spoil the 
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JET SET WILLY 



TR I B B L'E TROUBLE 



tun of exploring the huge 
mansion, and brides, I doubt 
whether ^ems a mt^bie i&ft in 
ffte mmt^oiy, let atone a spare 
byte before tea Now I must 
get eacfr to The Banyan Tree 
ana iff agam for the tenth 
damnrnt Urm m a mw to get 
fftmugh. . / 

Jet Set Wifty is a high pointl 
in the d^velopmenl of Ihe 
Spectrum gam#. I hope there 
will be oihafs, nmybe ones of a 
dirfefem krnd. txjt Im sure 
nofhirlg wilt Lop thi$ Qam^ for 
addiciiviiy. rtuent graphics, 
responsiveness and sheer 
imagination The nightmare 
quality of the events suggests 
Its author should be receiving 
therapy. Instead, he's probably 
getting rkch. Good luck to 
him . . 

COMMENTS 

Cantrol keys: aiief rtate keys 

row Q to P left/right. SHIFT to 

SPACE for jump 

Joyelicic; pom Hess havi^ 

one, keyboard i^ much belter 

KeytMiarid play: highly 

responsive, but watch the tiglrt 

spots, which have t>een 

purposely made as finicky as 

possible 

Um of ecHoyrt excel leni 

Graphics: perfect 

Sound: exceFlent 

Skill levels: how mrrible are 

tour fingers? 
Ive«: 8 
General ratlrrg: to date, one 
of the most addictive and 
finest Spectrum games 

Use of c o mputer 90% 

Graphics 96% 

Playablllty 94% 

Gett i ng sta rted 90% 

AdCtlcU ve q ua I ities 98% 

Vilira for money 99% 

Overall 95% 



Tribble 
Trouble 



Producer: Software 
Protects 

Men^ory required: 4SK 
RetaH pnce: £5 J5 
Language: machine code 
Author: Jim Scariett 

Jim Seartotl wrote the very 
90Od Doombtio^. which was 
pu Wished by workforce and 
seems lo have b#en rather 
underrated. That was an origi- 



nal but faWy simple game lo 
play Tfibbfe Troubte is a highly 
original game and a very dif- 
Ik^ultonetoplay. 

For those who remember 
the Sfar Tre*f series, it may be 
possible to recoilect an 
episode calfed Trte Troubte 
With Tfibbtes Tnbbles wer© 
cuddly, cute but rather trouble- 
some creatures that began 
multiplying on board the 
Enterphse until they pc^ed a 
serious threat to the ship. In 
this new game ttiey are still 
cute and cuddly and even 
mo*e of a menace. The hero ot 
the piece is Brian Skywalker 
(y«. Luke's lita© known 
brother}, and he's a Tnbble 
Farmer on the pJanet Noom 
When on a mission to round up 
wjid iriljbtes, his Noomrover 
runs out of fuel and Brian is 
forced to h^^^d his tribble back 
lo base on foot 

Thts trek takes him and his 
Iribbtesome Imrd through five 
^[)eels of sheer hell, in the first. 
Brian is stranded near his 



Fortunately, ttwy are faidy 
otiedient^s/T, arKl witi Follow 
Bnan it he s near. This tets him 
l«ad them up and pop them 
back into tie tc^ of the ftoom- 
rover. 

\n sheet two. The Goofer 
Desert, the tnbdies eat goofers 
but are killed by cacti, and 
Bnan sometimes gets caught 
up too. Then tfiere's the 
Spheroids cave. Spheroids, 
too. like fribbles, and in the 
Snappers Lair, the Snappers 
like tnbbles. while the trit>bles 
run off everywhere after the 
mushrooms in the last SGraen 
you must get all the ««^aped 
tnbbles back into their pen 
before the air runs out In fact 
I he only good thing about thus 
game is thaat for once you can 
play the part of a hero who is 
practically indestrudible! 

CRITICISM 

'Keeping tnbbles out o1 trou- 
ble is a very ditficuit task, as 
they seem to en}oy eacptoring a 



denotes a gem to be dug tor, 
whitst keeping the next emerg- 
mg tnbble out of trouble, takes 
all your concentration, when a 
gem i$ dug, a mck pops up 
somewhere else that may be 
nuged into the river All the 
mo^Bmants in f/^e game are 
detfghtfully done, and the piMl 
nK3tvement graphics ane /fer- 
rate throughout. Compettmg 
mdmfO¥Bbh.' 

f had to break ofl to get the 
review done, but there are still 
three screens to fight through 
belore thisgameiSconqu©fed< 
and even then I will have to go 
back. All I pan say ts it tnbble 
farming is this much trouble. I 
think Ell stay here and play 
computer games! Excetleirtt 
sound, cotour and graph^s, an 
excellent game and very 
unusual too 

COMMENTS 

Corvtrol keyt: Q/Z up/down, 
l/P left nghl and ^ero to dig^ 
Joystick: Kempston 




Briifk Skirw*mtr thvph^fite m Irlblil* out of ir^ubit. iHilkli i &rNl0* ol Mismm 



Noomrover at the toot of 
Firebug Mountain, t^eside a 
river which he must cross 
Gems spar1<]e occasionally, 
and then he can dash up and 
dig out a rock, nudge it into pos- 
ition and Aing it into the river. 
The first stofies sink down, so 
he has to make two lines of 
itiree rocks on the bottom, and 
then another two rowvs of three 
on top. When this *s done, it will 
be possible to take a tntsble 
across to the next screen. The 
problems, hiowever- are soon 
manliest. TrilDblesome trouble 
starts when the tribble, ne^/er 
content to stay m one place, 
start to emerge from the 
Noomrover. The Firebugs that 
live on the Mountain like eating 
tribbles. so they start to move 
in. Tribbles also njn sira^ght at 
the nearest watef and dro^m. 



great deal unaware of what 
hazards are around them, or 
whai Brian is doing. All the fig- 
ures in this gajTie ara daisied 
and very wafi anlmaled^ Every 
screen is cokHirf ul and enjoy- 
able to play - which c$oesn't 
mean the game is easy; in fact 
it is diflicult and vviii take agat 
to get through. The tunes are 
©xcelleni as well. It's a MUST 
BUY!! 

8rian Skyw^ker stands 
every chance of becoming a 
Spectrum hero. He is simple m 
shape, nicely drawn and 
immediately likeable, like 
Min0r Wilty or Horace. The 
tribia, though much tinier, are 
also beautifulty drawn and 
animated, and fooA suspici- 
ously fike mint Bnans. On the 
first screen, keeping an eye 
out tor the brief twinkle whk:h 



Keyboard play:: good, very 

responsive 

Use ot colours excellent 

Graphics: ultra -smooth. 

detailed and very last 

Soun^d: exceJIent. great tunes 

Skill levels: i 

Lives: 3 

Screens: 5 

General rating: excellent. 

highly recommended, 



Use of computer 


89% 


Graphics 


91% 


Playablllty 


92% 


Getting started 


86% 


Addictive qualities 


93% 


Value for money 


92% 


Overall 


§1% 
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JET SET WILL>fs finally in the shoi^^^e^PKlffiRlffi Jet 



Set Willis ^RSt Sollware Proiects^irSwRSL GRAPHIC 
ADVENlTIUiRL. in which graphics and ngtitext are thgigs^ly 
_guid^you have fo guide Miner VJ^illyq refund fhelSO rooms of 
"his mansionJ^n^ossociaHon with ^e gwme we are j|>ffering 
^izefor^lie^ to collect alUhe items arQ|nAihe| 

ma p ^ o n ja'^ ^pu t Willy to bed (not an eas^^^ik)wVc^ing| 
ouBajKe rooms seems easy enough, fflllectinqlthp items may « 

es difficult, but to moKe the^^aa venture a lrn ost i 
imaossrKfe is the Attic. « ■ M ^i T^^ Lf5^?^ 1> f 






r/iCTchoir 
"there 

Nest and the 
ipossible a 
tlVe rooms. 

mwms 



sifM^rhe Attic your very presen 



iction M^^e Chapel. The 



fou 



rgu 




SELECI 
.SPEOfftUM 




i^Utf^ 



Co f f i dar 



Mission 1 
(Project 

Volcano) 

Producer: MJ&ston 

Software 

Memory required: 48iC 

Retail price: £6.95 

Language: SASIC 

Author. Stuert Peart 

Fancy yourself a top-notch 
secret agent, welt versed in the 
arts of seif- defence and inves- 
tigative tntu^tion? Then Mission 
t, an adventure that seems to 
bB tt>e first m a series of mis- 
sions from this new company, 
might ippaai. 

The package ts presented in 
a novel way. The cassette is 
glued to an omrrx>us manilla 
envelope which contains a 
passport, briefing sheet, brief 
outline map (top secret) and 
useiul hints iriclydir>g a previ- 
ous agent's fast message from 
inside a top secret enemy mis- 
sAb command centre U »s now 
^our tasJ< to penetrate this 
mstaltation. Once inside, you 
must locale the main computer 
room and nobble it by entering 
a destruct code to be lour>d 
somewhere in the complex . 

Once started, the adventure 
foJtows the standard graphics 
adventure formula with a pic- 
ture of ttie location on top of the 
screen and the text beneath 
Trae in HELP and you get a list 
of 1 1 basic command words 
and their understood abbrevia- 
tions. In keeping with most 
long adventures, it has a SAVE 
routine. 

You enter the compteM 
Biroi^ti a ventilation shaft, and 
i you're clever enough to get 
past watery and electrical hur- 
dles, you land yourseff on the 
frst floor Of thB command 
oentre. a set of (x^ridors with 
rooms off. The search for the 
code can now commence, 

CRmCISM 

Mmston 1 is a fairly standard 
adventure. I thought the graph* 
ics rather basic, lacking detail, 
and they made the wart for 
tiiem to bulk) up a bit boring. 
Unfortunately the text descrip- 
tions were no more atn^s- 
pheric either. Response to 
tnput is slow due to the BASIC, 
and very hmlled in its under- 
standrng of words. Not exactly 
a James Bond Mission.' 
A near axtvmture tortrngin- 




Th€r^ IS 
Ti^« Door 
Thtt Door 



A Qto i d Ahead 

IS LocK^d 

xs Locked 



ners / would ff^mk, ffTough tock- 
ing in excitem&nt Bn0 lhing$ to 
do. fiecause of thts, w^ar? you 
meet with the tmmoveabh dit- 
ficuity ot entering a lift to (fte 
SBCond floor you might vmry 
well give up rather quickly ' 

A s?light(y overpriced adven- 
ture for what you gel. It s a prty 
the software doesn't qui^te 
match the excellence of the 
packaging ar>d accessories 
More options on how \o com- 
plete the obstacle coufse and 
more atmosphere would have 
helped. But I dkJ find it oddly 
compefling ?n a frust/ating way 
its very simplicity made the 
biggest difficulty I encoijniered 
seem even mofe difficult to 
solve when the answer must 
have been so obvious. I 
couldn t help liking it and feel- 
ing friendly towards it despite 
its shortcomir>9s. Enough, 
anyway, to look forward to their 




next Mission in Vhe hope that 
Its a tit more developed on the 
text and action 



COMMENTS 

Responae: fairly slow 
Graphics: generally line over 
ooiourdd background 
Fe«1um; excellent 
packaging simulating a 
dossiar for secret agents 
General rating: an excell&nt 
dea spoiled to some extent by 
the aclyal program. 

Use of confiputer 60% 

Graphics 40% 

; PleyabHrtv S5% 

Getting started dO% 

! Addictive qualities 50% 

Val U9 for money 60% 

Overiiti 5S% 



Sheer Panic 

Producer Visions 
Menniory requjred: 18K 
Retail price; E5-95 
Language: machine cade 
Author; Kevin Bezant 



Thii game deserve ^ a l^w per* 
c^ntage points m ^ts lavour ju3l 
for the mi ay cover design, 
possibly ttie most vivid acMl 
accurate description of a 
Panic' game ever seeni 

Sheer Panic is a conven- 
tional Panic' with fh/e floors, 
the bottom or>e of wh^ch is 
und^Qgab^e. Vour man carries 
a very long shovel with whicfi 
to dig his holes into which, 
hopekjtiy. the three monsters 
encountered on the first screen 
will fall. As is customary, mons- 
ters getting out of holes turn 
another cotour and then have 
to be knocked through two 
holes, or even three holes in a 
row. The game is played out 
against a background of falling 
oxygen. Between Irves as well 
as games, the layout ot the 
ladders is changedL 



CRITICISM 

The §ame seems to (ose its 
addictdvity after a couple of 
)K>urs playing. probably 
because there's no change in 
the idea. Also, the keys are 
very ino^nvenieni. so a joysttek 
mioht be better. Fair graphics 
on the platforms and fadders, 
but the aliens aren't so good, 
Th^ iS a tBirty fypiCMl >/qf- 



sk>n of Panic. The graphics 
are very simpfB md me garrm 
i$ unexciung - not a patch on 
the Ofiginal- Basica%, I did no! 
like it.^ 

There are quite a few ver- 
SHSfis of Panic now for Hie 
Spectrum, but none match uyp 
ttie quality of this one. The 
keytjoard is ^/sry responsive, 
there is a good use of colour 
and the graphics are fast, 
smooih and the sound ts great. 
The rr^onsters are incremented 
by two wiih each screen suc- 
cesslutly compSeted. Alf I can 
say is that this is the best 
Panic for the Spectrum with 
Bl\ the features of the aic^^ 
original. A very active game.' 

COMMENTS 

Control keys: 6/7 left/riglit. 

8/9 up/down 

Joyslick: Kempston 

Keyboard play: responsive* 

but Sinclair keys are not the 

best arrangement 

Um of colour; good 

Graphics: fair to good 

Sound: very good 

Skltl levels: 1 

Lives: 3 

General rating; above 

average 

Use of CO m p u ter 53% 

Graphics 60% 

Playability 68% 

Getting started 64% 

Addictive qualities 60% 

Va I u e f or m oney 6S% 

OvemU 63% 



i 
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Jet Set AC QC 
WiUy dwD«7D 



Thousands of Spectruri 




Ch«,ue^ £6.95 




Attack dUU*^3 
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Speed nc Qff 
Duel dL^^»y*J 



£5.50 



owners know we're in 
the right game 

Last year WH. Smith sold thousands of Sinclair 
Spectmms, making us one of the leading stockists in the country 
and the ideal choice for Spectmm Software, 

With Arcade Games ranging from Jet Set Willy to Ant 
Attack weVe got action and excitement just waiting for you. 

Of course, our range doesn't just stop at games. As leading 
stockists, we can also offer you an extensive choice of educa- 
tional software. 

What^ more, we're constantly updating the range, as new 
software is released so you can count on us having all the latest, 
most current programs. 

In fact, for the full spectmm, you carft do better than 
I I come to the people who know the game. ^^ 

WHSMITH (@) 



l: 



HM Suh]etiio^vaiLatMhi> Pnc»(gnccUiiiiTKfiriain|IO|Xeu.AlKlccttdt!afi£lioi»ily 
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Ad Astra 



Producer: Gargoyle 

Games 

Memory required: 48K 

Retail price :E5J5 

Lemguage: machine code i 

Authors: Roy Carter, Gi^ 

Fdllis 



Gergoytt Gtm«# i& 9 n«w 

Mcnparry situalad in Birming' 
hain, and Ati Astra {To the 
Slarftf) t& th^ir First game. It's 
ciuitB a detxjt too 

This is an anc^ade space 
opmbat game which features 
vefy large graphK^s, ail 
cJepided in a very solid thre« 
dimerisiofis with perspective. 
There are 20 segments, with 
«ach segment being made up 
of seven phases. A! the start of 
each phase arxJ after a losi 
life, large planetoid-shaped 
asteroids hurtle trom the 
deptfis of space at the player's 
ship. These oannol be shot, 
but must be dodged. As the 
tast of these is vantshing urKJer 
your ship (hopefuUy). alien 
craft appear as dots in the dis- 
tance and then swoop down on 
you liring bdts. Five diHereni 
types of aliens attack in eighl 
dinefeni formations, firmg two 
types of laser botts at you. 

This IS Idlowed by a large 
mine layer, which crosses the 
screen, loosing streams of 
rotating mmes These should 
be blown up as soon as pos^- 
trie tiecause it Ihey blow up 
themselves they fire off bolls at 
you, which come across the 
screen, malting two directions 
filled with ffying weaponry 
Then come the spinning sauc- 
afs, aleo fmng at you These 
need to be hit several times 
before they really blow up 

The last phase is a way Sta- 
tion Before the sixth phase 
starts, a securrty code appears 
lor the next Way Station, and 
as the station appears, ttie 
player must input the correct 



cocte. An ^ncorreci entry results 
in loss o1 a fife. A correct entry 
results in a welcome message 
andane^ra life. 

The screen display is full of 
different colourecf stars Your 
ship IS a large V-shaped craft, 
which fs able to move all over 
the screen, and is equipped 
with rapid ftre laser bolts. 



CRITICISM 

'The fifst thir>g to hrt you in 
the eye with this game m the 
stunning graphics. The 3D 
effect IS quite strong, espe- 
cially on ifie asteroids, which 
not only come from the dis- 
tance to sweep hugely past 
you. txit are shaded as well. 
The rapid fire trom your ship 
makes a fireworks display if 
you fire and rnove rapidly 
about the screen. Tti« graphics 




move very smoolNy and very 
fast, which is just as weir, 
because all the craft, yours and 
the aliens, are very big Dodg- 
ing planetoids, aliens and laser 
bolts can be done using the 
perspective. You can nip 
upwards and sail over the top 
of something. This all takes 
purte a M of practice With its 
superb graphics, speed arrd 
mass ot alien weaponry, Ad 
Asffa FS a difficult arKi addictive 
game lo play ' 

The 3D graphics are 
extfBmefy weft detailed - the 
ntOOtiS BSpeuiBify so, with 
shading, craters arrd even a 
rotatfonat effect as they roll 
tQwafds you. Your ship is very 
manouvrabte and fires reBiiy 
weft The exptoBfons are par- 
ticuiarty good: farge, detaited 
and erfeciive They reminded 
me of cartoon film ammatmn. 
tfs addictive becau$e you 
vifani to get thtough the next 
stage to see what they witi 
ffirowatyounext' 

The rotating moons move 
towards you at increasing 
speeds depending on what 
stage you have reached in ttve 
game These are very well 
animated. Aliens appear in the 
disiance and zoom m on you, 
but not very smoolhly. as tt>ey 
t>asicaiiy go through two 
stages, dots, then full sized, 
moving down the screen. On 
the second screen, however, 
the yellow rotating aliens move 
very well towards you. Moving 
on to the third screen, the 
graphics are slightly more 
basic; the large minelayers are 



quite simple, though nicely 
drawn, but the rotating mines 
work well Exceptionally 

addictive at first, bui after a 
couple ot hours play this wears 
off.' 



COMMENTS 

Control keyi; Alternate keys 

bottom row left right, second 

row ~ down, thid row - up, lour 

corner keys will 1 1 rep 

alternatively the cursors may 

be used 

Joyfffick: Kempston. ZX 2, 

AGF, Protek 

Keyboard play: responsive 

Use of colour: very gocKi 

Graptil€«: generally 

excellent, wiith effective sense 

of perspective 

Sound: average 

Skill I e veil: progressive 

difficulty 

Llvee:6 

Feature*: one- or rwo-ptayer 

gameB 

General rating: addictive, 

attractive graptiics and very 

piayat^le. 






Use of computer 85% 

Graphics 80% 

Playability 84% 

Getting started 79% 

Addictive qualities 75% 

Va tu e for m one y 7S% 

Overall 80% 
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A SENSATIONAL ADVANCE IN 
COMPUTER GAME TECHNOLOGY 





YOU SPEAK 
THE COMPUTER OBEYS 



Easily programmed voice control 

Sensitive to individual voice prints 

Instant response on screen 

Your attention can stay on the screen 
- not on the controls 

FOR USE _.i____|»_j__ 

WITH sii II i^ir^ 

ZX Spectrum i 

HOME COMPUTER UNITS 

MAJOR PRICE j>yL A AC 
BREAKTHROUGH I.M-^.99rr^ 
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Ore Attack 

Producef : Cr««tlvo 

Spirks 

Memory required: 4a K 

Retail price: £6.95 

Language Machine code 

Author: Ptill Snell and 

Dean Lock 

This new release tar Thain 
EMI under iheir r)mi imprin*, 
Cmsttvt Sparloi. is a ctever 
rewofking ol the Siege theira. 
The fearsome army of Ofcs 
b6$J^ir>9 your castle, are now 
mounting a fronteil attack. Your 
weapons are roDks. swords 
and boiimg oil The screen 
&how^ Lhe walls ol the castie 
wjtji its battlements and you at 
the top. In erther top oomer is a 
iyrnbol id&ntitying the type of 
weapon available, and to the 
comers you go the collect 
them. In the first stage a larg^ 
force of ores start mounting 
ladders to climb yp and you 
may hgri rocks down ai ihem 
These must be thrown bet- 
ween the battlements. &o it is 
made difficuK by the fact thai 
tjtm ladders are often placed in 
a position where you cant 
throw rocks down, easily. 

As soon as the ladders are 
erected lhe ores start ciimbing. 
Others at the base of the wall 
fire cross bow bolts at you, 
Whetv an ore reaches the top, 
your weapon auionnatically 
char>ges to a sword and you 
can swipe away at them the 
or^ tiammef at the battle- 
menis, eroding them. If you are 
hit (in the eye), you lose a life 
arKi have to get another 
weapon. These are not unll- 
mfted. Bolting oil (when it's 
ready) may be poured down on 
the attackers, causing a con- 
flagration that destroys them 
all. 

When this is done, the evil 
sorcerer sends his spells yp 
the wall, and these skull 
^aped things may be bombed 
by rocks This returns you to 
another ore and ladder attack 
Surviving this will lead to an 
attack 6y giant trolls who 
appear in thin air, and then 
come the Storte Warts* wtio 
again try to scale the wall 
under your hail of rocks. 
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CRITICISM 

At first glance, Oru Attack 
kx?ks a bit simple - how wrong 
can you be! The animated 
detail is amazing. As they 
march on, the army ot Ores are 
all doing differ ent things, load- 
ing cross l>ows, tinng, building 
ladders, climbing them and so 
on. TTiere can be as many as 
fifteen at a go. all tryir>g to get 
yoy. You' are nicely animated 
too. and an arrow in the eye is 
reaiiy painfu4 Ore Attach is 
really quite onginal, and owes 
nothing to any game I've ever 
seen II s very (^yaWe. y^ry 
addictive and well made. I 
wouid definitely recommerid it.' 
Fantastic -^atsattf 
Another unique game from 
TtKKn EMI with some fantastic 
animatbn. At first impression it 
dHJn't seem very addictive or 
very playable, but it turns out to 
be quite the opposite ~ The 
game ^s very fast and busy 
Excellenl graphk:s and use of 
cotour. 1 can guarantee you'll 
get some taughs out of this 
game Highly recommended 
by me ! 

COMMENTS 

Coiftrol keya: 617 left'nght. Q 

to fire 

Jovitlck: ZX 2. Fuller, AGF. 

Kempston. Protek 

Keyboard ptsy: responstve 

Use of colour: very good 

Graphics: excellent 

Sound: goud 

Skill tevali: i 

S€reena:4 

Uvea: 9 (you need em) 

Genefel riling: Original. 

addictive, highly 

recommended. 



Use of computer 


90% 


Graphics 


90% 


Getting started 


92% 


Rayabiiity 


95% 


Addictive qualities 


96% 


Value for money 


fi?% 


Overall 


91% 



3D Lunattack 



Producer: He weon 
Consuttanti 
Memory required: 48K 
Retail price: E7.95 
Language: mac hi me code 
Author: Steve Turner 

The latest m Hewson'a 
attempts to convir»ce an ignor- 
ant world that lile as we know ii 
will soon cease to ex^st unless 
we turn our attention to tt>e 
threat of the SEIDDAB, is also 
the best yet. The kieas author 
Steve Turner started to 
develop in 3D Space Wars. 
irriproved in 3D Selddab 
Atteck. have now come to tuJi 
fmition in this latest program 
(unless he's got more ideas 
stuffed up his sleeve) 

The game requires you to fty 
a missK^n in your 25 Luna 
Hover Fighter against the 
Seiddeb corrimand base. This 
IS proiected by three rings of 
defense. The fir&t conststs of 
robotically controlled DAB 
tanks which fire missiles at 
your craft and they can be des- 
troyed by [aser fire. The sec- 
orKl nng is a rrxjuntainous area 
saedeo with aenal mines, set 
lo explode m your proximity. 



These may b& shot with your 
laserSp or dodged around. An 
explodjng mine will rocK your 
cratt arid deflect its course. 
Tlw third zone is studded with 
self activaiir>g SEIDDAB mis- 
sile silos, which may be 
attacked with your lasefs. if 
you perpetrate the command 
zone, many straffing runs will 
be required to destroy the base 
whiie avoiding its heavy defeii- 
sive fore power. 

At any time you may be 
attacked by Seiddab hover 
fighters. Your craft is also 
armed wilh air-io-air missiles 
which will destroy the enemy 
fighters before they come into 
range, allhough wt>en they are 
sighted lhe lasers must be 
used Weapon selection is 
automatic, below the horizon 
it s lasers, above it's missiles. 

The complex screen display 
IS a cockpit view, rtot unlike that 
in Se/cfda£i Anack. Out of the 
cockpit windshjetd you can «ie 
the horizon ol mountains, the 
vark>us details of the enemy 
craft in scHid 3D, the cross wire 
sight of your weaponry and the 
illuminated radar display This 
switches on automaiicaJly an 
enemy hover tighler is 
detected It places a smafi box 
near the enemy location and a 
set of decreasing figures show- 
ing range to sighting, At this 
staoe missjies may be fired 
ai^ forgotten. Below tt^ vie- 
wscreen is the instrumentation 
sfwwing fuet, armament type 
m use and hull lemp^rature, 
which increases to a critical 
point with each enemy strike. A 
message display informs you 
of the zone entered and enemy 
activity This is also given ver- 
ba] iy if you are using the Cyr- 
rah Microipeeeh unit. 
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ORC ATTACK 



3D LUN ATTACK 




As yours \s a hover crart, the 
laft/Eighr keys alter direction, 
but the up/down keys rais@ and 
lower itie weapon sight. 

An addrtiona] iraai is ttie 
reeOfdirg on lape immediaiely 
alter iMding Td haar this y&u 
simply unplug the EAR socket 
on Lhe recorder and srt back. 
AJiematively lor ttxjso with 
Currah. jusl turr> up lhe telly 
voJyme and lisle n to tha 
iri$irucitons on playing the 
game as f elated by the mission 
commiander to yoy '. 

CRITICISM 

Sieve Turner has niar>aged to 
pack an amazing amount of 

?rogram and game inio this, 
he display is wonderful lhe 
btst three dimension^al Battle 
Zor^" typd game yet It is seen 
ffl ite tedt whe n a m issi le tak^ s 
off from the ground sjfos. and 
c^n litemlly dlish past yo^^ 
windscreen, as it turns in its 
traiectofy to head stra^ht at 
you. Neat toucties like the 
radar warning display pro^ 
jected ' up onto the windshield 
canopy iare niarveltous. Ai&o 
useful is the navigation sys- 
tem. Placing the gun sight at ii 
lowest position prompts a 



s^hes of short stra^ht lines to 
appear, which guide you into 
command base This is essen- 
tial when you are on your final 
stratfinq runs, as several are 
needed, making you con- 
stantly cifcle ih€ base for 
another go. Really excellent, 
most playable and addictive 
too/ 

■you fight the bam against 
the Seid^ab ^gmn, but tiont 
form any opinion from 3D 
Seiddab Attack, tor thi$ is 
totaity different afitf utterly 
amamngf Three dfmen$k>nBl 
graphics storrfi towards you at 
a terrific speed, and it's Btt so 
realistic , Your hovar cratt 
har)dle$ iu$t hk& a real tighter 
would - / think Skill and accu- 
racy play B mapr rote m this 
shoot em up game. The Spec- 
frum seems to have been 
pushed to its timilB, atthough 
Steve Turner will no doubt 
ha^e a go at pushing them 
further stili on the next ona^ 
Graphics are fast, smooth and 
det&ifed, and although cotour 
has been well used, it doesnt 
have a ma/or turjcbon No 
unnecessary instrumentation 
has been put in, its alt esser7- 
tiBt to help you win. Its highly 
addicbve and t think it wHt take 



d kmg time to get tired of. 

M the detail in this game is 
ejtceltent. As your craft turns 
the horizon sways to match the 
banking effect^ When your hull 
overheats, the screen turns 
blood red. then the nose of 
your aafi dips, and the ground 
seems to rush up (o meel you, 
The graphics throughout are 
fast and very smooth, well 
used 3D effects, especially the 
ground missiles. Even the half 
sph^&re ot the Earth can be 
seen hovering just atsove the 
mountainous honjon as you 
head for the command centre. 
The cursor keys may nol be in 
the best layout, but surpris- 
ingly, they seem to work quite 
well here, despite the speed of 
play, possibly because one set 
operates direction, the other 
set the sight. The sound is also 
very well used, and powerful il 
you have a Currah unit. I couki 
almost swear (he you' on the 
recording at the si art is Sean 
tZo^mmy playing his James 
Bond role. Marvellous/ 



COMMENTS 

Control key«: cursors, with 
to fire 



Jdyatickr Kempston, Date) 
ZX 2. Protek. AGF 
Keyboard ploy: very 
responsive 
UMorcofourgc^ 
Gfaphici: excellent, fast, 
smooth and deiarled 3D 
Sound: good 

Skill teveli: 1 butoompteting 
mission resutts in ai> incfeas# 
in difficulty 
Uvee: 3 

Features: special sound 
recording on tape, 1 or 
2 -player games, Currah 
MK;rospeech compatible 
Otnaral rating: HigNy 
a<fc(tctive. complex shoot em 
up. Excellent value and h*ghty 
recommended. 



Um of compyttr 80% 

Graphics 92% 

Playability 89% 

Getting start&d 95% 

Addictive qualittas 89% 

Value for money 92% 

Overall 90% 
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from the vile Ore hordes. 
They rrKsynt a treoliedaitack, 
acating (he castle waHs 
with tedd er $, t inng their {^ 

tethal cfossbosvs. 

To defend your sell, you hurl fOCkS from 
the parapet onto the Ores below 
If an Ore reacties you, dagger m hand, you 

gmb you r broad^sword and leap t o t he 
attack. You r uH (mate weapofi is a huge vat or 
boiling oil that you mercilessly pou r over 

the hapless Ores. 

This bf ings but a brief respite. . . out of thin 
air a Sorcerer appears and you have to pit your 
wits against his evil spirits. Only after fight ^ng 
the living dead, the Stone Warts and the Demon Trolls 

will you be safe. 

Ore Attack is available tor the Spectrum 48K and any 
Atari computer. You should find Ore Attack in any 
major software retailer tAnd it carries an otfer of a tree 
poster of the original oil painting featured on the pack.) 
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E^ch month til be choosing thB bBsi tetter from ifte 
po^tbag. -antf. as wgH &^ put^Ushing it, rWMrt«rtA« mrft9rjCl2 
worth QtMottwere ot hts or her choice Oicanbe two cassettes 
as iong as shey come withm the £72). t'^e h$ti !0 grOv^^ ofi 
twnded kiwe to the eanor for m i^. so kou c* bemr dt gratBiut ' 

Sena your imtBrs to Uayd MBngmm, CRASH Forum, PO 
Box 10, Lyd/ow, Shropshire SYB 1DB. t can'r promise to print 
everytr}fng thB! conms m because spaceispr^ciOusffm tO(<ii 
but ill do my be$t 



Ofice again we've receiv&d a 
mMSive mailbfig of letlere- 
far too many 10 be abia to 
print ev^n a fraclion. 
However, to geHn as many 
reaiters' comments as 
possible, rve been through 
loads of letters and taken 
fragmeoCs here and there. 
Dori t forgetf wt give a prize 
of £ 1 2 wortti of software to 
the wrjier with the best letler 
each month. This month 
there are two letters which I 
conLSidered worthy of 
i railing besl letters. Aa you 



may imagine, Ihia ha» 
caused severe 
consternation in Itw finance 
department, not to mention 
my Edrfor having a fit. Two 
letters getting e priie! ' he 
exclaimed. As you all itnow. 
I m not one to cringe t>efore 
editorial wrath, and 1 stucic 
lo my guns Fortunately he 
never re^ds the msgazinep 
so he II ( hopefully) ney/m 
notice that the first latter 
ian lalithat 
complimentary . . , 
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ODETOASPEaiNGBUG 

While reading through you 

io(brareguid6, 
I became fepefltediy aware. 
01 many iuny speelifig 

mistakes 
Which are dotted here and 

there. 

it starts to bo annoying. 

i was stomping up am down. 

So rm ]ust wrttir>g to tot you 

Thar these errofl abound 

f worked for days to seek them 

out. 
The dreaded littte buys. 
Through programmsand 

programs. sooHs and 

scrolis. 
To note down mil Itw pigmws. 

There were tmms it got 

hypfiotic. 
A nd I nearly did coilapS4i. 
You must be talking pirateoM. 
Taihed by the priate chaps 
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One iinr>e f almol tot coftgrol, 
For I was getting nowehre. 
The drawbacks were 

enormous. 
As my face turned m#gneta. 

Bui rmaiiy t read'^d the end, 

ArKJ saw realliy. 

But time hies, and it was 

atainsl me, 
I had to hurry. 

Am J being unconventinat 
tn writing thts tittle drrty, 
t wanted to be Qnematic. 
and wrfl© diagrmaiicaily, 

So then I sought my ababcys. 
And Olhef mathematical 

inStaimeinSp 
to find out atxHitkyouf exra 

bonus, 
For expeaaily loc^QuaciOus 

^tter^. 



is your magazine salvage bie^ 

Orbeinganihifated? 

Only you can chose. youVe in 

the basting positiofi. 
Is hy oh Quicsiirva away 

outdated^ 

With complements, Mark 
Harvey (aged 1 3), 
Tadc aster. N. Yorka. 
Refer ef>ee CRASH No 2 
(March) ; 

My sp&Mmg was never much 
to write home with, Marlf, but ' 
ev0n t know thet you spefl j 
comptiments with an r and nop 
atfi e Still, yi/sl to pmvB (ftaf I 
gfovetlmg doasn 'i atwayw 
peyjhat£l2wofthof 
software on tts w&y to Mark - 
don i cM us, we II cefi yoa 



BUY A COMPUTER 

Dear Sir, 

j am writing to say how 
much I enjoyed the iirsl issue 
of CflASH f think It IS very 
important to read reviews 
before buying games and to 
phnt a pfctiire of ttie display is 
ar) addM bonus as rt gives a 
better idea o1 the game ihan 
reading the tniay , which is not 
always truthful. 

I hope in future (ssues you 
prtnt a HELP page for 
Advemure feaks like mysdf . In 
the past year I have t^een 
transformed fnom a 
cabbage-brained housewife lo 
a iogicaliy thinking 
mind-blowing Adventure 
maniac! I have finished lour of 
the five Artie adventure series 
and am onliy two weeks inio 
the fifth. I havefilTO piayed 
Invincible Island, Urban 
UpBtBft and Mourtfains of Km, 
al of which I would give high 
ratings, especialiy Mburjfa/ris 
of Km, whtch is the only one to 

gel me stumped (f scored 99^-^ 
ut could not get past a 
Zombie in the end - any heip 




HELP!!! 



I m desperate, t ve just bought 
I he adventure game Black 
Crystal, and I have read the 
booklet more than once, but I 
still don t know what on earth 
i m mean! lo be domg Mpp 1 
was hard enough, but by 
accident I stumbled on two 
rings and made my way to the 
castle - then il gels hard in 
Map 2 I have no idea of what 
to do And witfKiut this 
know-how Che game is wasted 
as far as 1 am cor>oerrwd. 
Please help! 

CoHn Warner, Letch worth, 
Herta. 

Anyone know the enswors? 
The next reader obviously 
doesn f . . , 
LM 



on rhis wouM be ^spriefaled! 

My only other suggeotion for 
your magazine would be a pge 
for young users, as in my 
expenence there ts very little 
Id interest the very young My 
own two gjris (nine and seven) 
are txith eage r to tnpu t 
programs from magazinies but 
usualty hrid them much too 
iong. 

RaalFy. I would say to all 
women at fiome finding 
hemselves unfuilrMed, Buy a 
oompuier!' and start an 
excii>r>g new hobby 

Your ilncerely, Mra U. 
Hen front Leicetter. 



AS jflCM/Vy probably see frorrt 
this issue, Mrs Hanson, we 
are dojng a bft more tor 
Adventurers now, but the best 
help comes from other 
readers exchanging 
intormatton - so fee/ free. 
Me&nwhffe i another?!), £12 
wonh ot software on tt$ way to 
Mrs Hanson Some otQurneid 
letters atso had thmgs to say 
at^ut Adyenture games 
LM 



BLACK ZXTAL 

I would tike to complain atxHJt 
Carneii sfl/acA Crystat The 
cover IS vary decetving It says 
that Black Crysial is an epic 
role- playing oame. When I 
read this and the pamphel 
insidfe. I paid out £7 95 and 
eagerty rushed home As soon 
as il loaded. I cringed at the 
graphics. Surely this is not 
what tfie 48K Spectrum is 
capiabte of? Apart from being 
a bore, the graphics are 
extremely poor, and the game 
itself is afmost ^B^aciry the 
same as the ZX81> version 

I would like locongraiurte 
Legend on Veihafta . This 
biginloys adventure has 
resulted in many hours ol 
enjoy meni, with kulling 
innocem characters like Mary, 
who pops up everywhere and 
gets in the way I th^nk Velhelta 
IS twtce as good as that boring 
game. The Hobbft And I 
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criticise the percentages given 
in the February tssue of 
CFWSH. I found ihe game 
extremely acWkCtive and 
eaiceUerrt vaiue for money. I 
tfiink ytatif cross-eyed 
revfewers fw&d to play it 
again. The orily ihirw I need (o 
know is how to f ir>d Ofnir, !h# 
first quest in ValhaHa I havd 
Mant ^6i searching in vain. 
Can anyone tell me? 

Weit, can anyone^ fm afraW 
our crosS'Byed mvie¥mm 
ob viousiy won t b^ much 
ft«/p , . . 



aOtNG THf WRONG WAY 

Dear Sir. 

Thanks tor a greai 
magazine. What a refrestiing 
change from all the others tulf 
ol gobhdigook. I bought a 46K 
Spectrum for the krds (ar^t 
myself) tor Christmas, and we 
are hooked on lots of games. 
But I don r know \t we re thick 
or something, I don't think so. 
but we cannot get on with 
the adventure ^/}ca Curs& 
After the first two locations we 
art al a loss for sofxiething 
alM ta tell tt to tio, apart t^om 

. W© recently 
boniowed another adventure. 
GmBdy Gulch . and were a bit 
more successful p bat stJir 
fourid Ourselves going round 
in circles. Are we going atx^ut 
these sort of games m the 
wroTig way"^ If you have any 
suggestions I would be 
pleased to hear them 

Yours faithfulty, Bernard 
Moteley. Cofilabcrough, 
Doncaaler. 

Wnhouf ktyowmg m more 
delB!i how ft is you acfuatty go 
^bout thern, ifs a bft hard to 
say much We are now havtog 
a f egu/ar Adventure column, 
$0 perfiaps ^ome ups end 
h$nts may emerge from O^at 
foryou. 

TITLE SCREENS 

Dear CRASH. 

Many thanks for pubtishirig 
my letter fMarCi^) Irn just 
writing to tell you thai I actually 
boughi a brand new portatrie 
colour TV from Curry S. It's 
their own make, Triymph 
8026 Im very pleased with it 
as It wofks very well wrth my 
SpdCbum. Anyway . . . 

rd k:)ve to kfK>w hiow most 
software houses produce 
titfe- pages for their games 
which come up while the 
game IS ioading Especially 
games produced by U/f/mafe. 
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which produce an exact 
pcture of the cover. But 
doesn't this take up bading 
time? 

By the way. do you have 
any plans for producing a 
binder for hcJding issues Of 
CRASH as this woukJ be very 
uselul"^ 

Yours, Karl Flasc:hke(t4)t 
Wembley. MIddleseM. 

Gtad the TV worked it$^f Out 
ait fight, Karl The answer is 
YES, tUt&pages do fake up 
kmding lime, Thats att they 
c*wY fake up &ny memory 
which the game needs. White 
the picture is being produced . 
nothing efse is happening 
r^rto pictures are pk)duced in 
e varmty of ways, someiimes 
by a utitity like Melbourne 
Draw, sometimes by drawing 
out th & graphics on graph 
p&pe^ 0nd then vie machme 
code directly on to the screen. 
This is done by toading the 
fTtemory area ot the screen, 
and you can usually see the 
picture buiidihg up. Sorne 
companies now use the 
clever method of having the 
PAPER and INK cok^urs the 
same dunng toading of ths 
Screen, so if all remains whne 
instead ot building up the 
biack first Th0t way tttey can 
alter the attributes ai the fast 
second and tmmedmtely a fufi 
cok^ur picture seems to 
appear. In tact !ts been there 
ail the while, but you c&ntsm 
it because it is emctively 
white bnes on whtte paper As 
to the binders, the answer 
again is YES Details should 
appear som&where in this 
issue {ft I haven t been 
m^had-&gain). 

m 

CRASH 

Dear Lloyd, 

I bought issue 2 o1 CRASH 
lOtfay. and two hours later I 
dented my car on a pillar in the 
car Mfk. h ttite a record? 

VwjrataHfifullv. Rogef 
French, Shepperton, 
Middfesex. 

Youm supposed to play 
arcade ganfms on the TV 
screen and not in the heal car 
park Whet is the car, by the 
way, a Morm? 



KEY CHEATS 

Dear Sir. 

Thank you for the new 
magazine that you have 
put}ltshed. I purchased one for 
my grandson, and \ lound the 
contents to be excellenL 



It appears that at is the in 
thing' in schools to collect as 
many programs as possibJe 
and. whifsf 11 IS lllegaf. they are 
all bu^y making copies. It 
when reviewing programs you 
pubtished the keys used in the 
pame, with the aoove in mirnJ, 
It woutd probably create more 
mterest m your magazine and 
boost your saies When the 
programs are exchanged 
often I he information passed 
over is scanty, so cop^es ot 
CRASH can be bought to fiil 
this gap. I know it is unfair to 
the software houses for this 
activity to be going on, but it is 
human nature to do it, so why 
not capitalise on it to boost 
your sales? 

O.H. (address not given). 

We do, of course, publish the 
keys used in a game, and you 
aren't the firtt person to poml 
oia that we might do it lo help 
the iifegaf copiers ot software 
A morrmnfs reflectk^n, and 
most people would recognise 
that this IS Silty Any 
semi-mtetltgent games player 
can sort o tjt the keys to 
control a game after a few 
minutes experimenting, so 
were not doing much there to 
heip Our aim is to gn/e a clear 
picture ot how (he game ^ 
played wittK>ut use of a 
joystick so woukl be buyers 
can better make up their 
m$nds whether theyhk^ a 
control key arrangement. As 
to humeri nature, well the 
n^ore schools copy games 
and the more the copy dubs 
get together tor an evenmg s 
swapping of itlBgal games, 
tf?e less tfkely ft is ff}at there wilt 
be decently produced garrws 
about tor them to buy to copy 
In the first place. Their choice, 
t suppose. 



A ROUND SUM 

Dear Sir. 

t was very impressed with 
your first tssue of CRASHh so I 
couldn't wait for the next 
issue especially after I sew 
your advert in Popular 
(k^mputing Weekly (Feb 
l6-22jotfenng 10 Jet Set 
Willy tapes to be won. 
However, I have looked (rom 
I cover to cover but cannot find 
Ihe competition referred to. 

Giles Taylor, Exhalt. 
Coventry. 

Git&s, the competitk>n, as 
such (dreamed up by some 
madman in the publicity 
department, no doubt) wasn't 
avtu&tly in the March issue of 
CRASH. On the PCWad it 



said, "Somewhere **arouf«i 
«ome" ian t. Where la It?* 

i The idea was to search 
through Issub 2 and fmd the 
bug created by some 
tyf^graphtcal error (Mark 
Harvey, poet extraordinary, 
would have approved, rm 

I doubt} In tact the answ&r was 
to &e found on pag# 94 of 
CRASK Issue 2, in the article 
about W H. Smith and their 
computer shops. Intro 
paragraph ^ hne 9 This rnonth 
our roving reporter took a 
whirlwind tnp a round sum of 
WH. Smith's bigger computer 
shops. Get it? Well a few 
people did actually Sorry to 
hva bean so obscure. 
Sometimes our publicity 
department leaves one simpty 
speechless . . 
LH 

RATINGS- ARE 
THEY FAIR? 

Dear CRASH. 

1 have been a dedicated 
afcade games player tor some 
years now {comes of tjeirvg 
raised in BSackpooM) and sirH» 
I bought my Spectfum I have 
been a dedicated computer 
^ames piayer. I do have 
Itrmted funds thuigh* hence 
you can see how plirased I 
was to see CRASH. 

Enough of the praise. I have 
a critical eye and tend to take 
seriously only those programs 
which get over 80^.5 on your 
ratrngs But you seem to have 
a marked bias in the ratings in 
favour of arcade games Whal 
about Hunter-Killer. 1984 and 
Paintt^ox - aii topn^uality 
products WTihout top-quality 
marks? What will you do to 
Apocalyf^e'^ Perhaps that s 
unfair, but perhaps you shouU 
separate the reviewed 

Kroducts into sections and 
ave a game -of the- month in 
each section - arcade, 
adventure, strategy, utility and 
educational, Also, on the point 
Ol the CRASH HOTLINE, 
coutdn t you allow bracketing 
of some games as joint tops - 
ihey cou8 be enjoyed for 
different reasons Oh, I had a 
whole speech prepared. 
Never mmd. Congratulations. 
If i only had enough money For 
one magazine a month 
CRASH would be the one. 
(PS Did you know that on 
level 25 of Oeafhcftasethe 
bikes shoot back? ^ 

David Emery, Victoria 
Park. Manchester. 



Our ratings fra ve caused 
some comment, and it /s a 
prabtem. Our Editor (his 
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bteBsed ftmne be pmis&dfj 
aidn t want anyf^kings on tfie 
my^m w$ . bBtimttig In his 
infmm wiawfn fh&t ihB written 
word Btons should suffice, in 
myfhumbhji Opinion, th^ 
mungs are fine, but they 
stmufd b& t&ken very much 
into s^a>unt iv/tf? th& mvmw 
itself One advantage of 
having SBv&rat different 
reviewers perpiB^& i$ that 
you tend m get a more 
batanced ¥few -the 
disadvantage iS in the ratings, 
where one dissenter out of 
three reviewers obvioustY 
iowBrs the average figure tor 
each headmg - that should 
reaffy be hBsvtiy t>ome tn 
rnmd. But the mBfOfity of 
readers cf early do /*e to have 
some sort of rating system. It! 
be interested to see the 
results atom Ou&smnnafre 
from is^ue 3 lApnt) - have you 
' Hed yours in yet? That rnight 
tr^rowsome light on the 
rBtings system. 
LM 

Pleas© could you tell me how 
you decide whal rahng lo give 
a pfogfam? Surely to decde 
between 83* ^ and 84% for 
something tike Getling 
Staded' must be a Irttle diFficult 

, tosayifiel^$t' 

Q.Q. HlfVto, TlMrton, 

I Divofi. 

tt may took rather arcane, but 
as the figures arrived at are 
made up Of an s^verage Of 
three persons ' opinions, its 
not so odd. Also there may 
Bctuaity be more diftarenoe 



I than one pojoL as we stopped 
I using Vz% after me fimt issue^ 
so B2Vi% tonntance. get& 
rounded up and S4.4% g^ 
fOundBdaown. 



Of course, all ra vowing an4 
crilicism la to an tit lent 
affected by personal bias, 
but your standard reviewing 
format, with overall ratings* 
seems tu give a Bansible 
and falrasMssmenl of 
every gam«. 

N^l, Talbot, Broms^grove, 
Wofca, 



I was interested in your ratings 
a! the end of each fui) review, 
but r>ow about a rating tor 
b&gmnefs? It could point out 
such things as: 1$ the game 
100 fast (arcade) lor 
beginners?; toocompl^ated 
(adlventure); instructions too 
complicafed, etc 
Brian LongstaH. Sheffield. 

I would like to say that I have 
rK]iticed that your magazine 
and olh^r such mags 
sometimes say. A game noi 
for the amateur arcade game 
ptayer^etc . . . t think thm is 
*rors§ to say sine© you are 
under-eslimaling the poer of a 
new or not so new games 
player. You could say you are 
being prejudiced. Another 
thir>g is your reviewing 
system. I disagree with 
percentages as marks, sirw^e a 
jama \ like you regard as a 
ailura. You don't say so. but 
the percentage marks make 



up for bst words. This is just a 
mere morsef of complainl and 
I can safely say I will trust all 
wieM nearly all. of youf reviews. 

Jason Savage {13]^p 
Acoi^ks Green. Birmmgham- 



I am intrigued to know how 
CRASH gets hold of ail the 
games n reviews. Does it buy 
them up, or are they given by 
the varices software Bouses? 
If you buy tt^em i can't see 
how all the games can be 
bought arnd such a great 
magazine be produced from a 
meagre 75p an issue 

XL. Grifflf^, Hayling 
Island. Hants. 

Neither can (he publisher! 
Still we try. fn mosi cases the 
sofrware houses send us 
revmw copies \ but there are 
quite a few wfro arent 
sufficmntly organised, or 
perhaps they don't hke us 
enough, to s end revie w 
copies through. Then we buy 
them up. 
LM ^ 

1 decided to enter your 
reviewers competition. What a 
lob! It was tin© hardest 
competition I va ever entered. 
I didn t realise what your poor 
reviewers were going through. 
Please forgave my remark 
atx>ut your reviewers' 
mistakes (deleted for fear of a 
reviewers strike- LMj 
t^ecause now I can 
sympathise with them. They 
have obviously started 
sabotaging the magazine in a 



desperate t^id to get sonr^ 
sleep. . . 

John Butilnp Bi»ckpaol| 
Lanes. 

Nobody here noticed \hey 
were awake in ma first place. 
SM/. enough of me problems 
facing reviewers. . . 



J=ACING BACKWARDS 

Dear CRASH, 

What is the average lite 
eitpeciancy of vour reviewers? 
Why do I ask? Well imagine 
the scene - your reviewer 
driving down a busy motorway 
at 70mph - he looks in the 
mirror and sees a pohce car 
movir^ up on him. He thmkSp 
It \he police car i$ comjng 
towards me I must be tn 
reverse. Help! Tm going 
backwards!' 

With lightnintg reactioi^, he 
swerves eo avoid ihe police 
car ard ends up urider the 
wheels of a 20 ton lorry - 
CRASH!! 

Don t be silly. I hear you 
say 

Funny, that s just what I said 
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We can now offer a limited number of Back Copies to readers 
who may hav« missed out on 



CRASH issues 

Dopi't wait - they're iii short supply I 



95^ each 
(includes postage) 



Please send me CRASH issue No.. 



Nam© 



Address 



Postcode 



I enclose E 
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John: "Yes wih ZZOOM one of the big problems was 
getting the graphic perspectives right, for example the 
lir>e on the road gave a reference point but to achieve 
real 3D and animation and also ensur*? that alt the 
cri>jects increased in size realistically was a pain, for 
example the Extron missile spins toward you and 
increases in size at the same tin^e. a big problem. Mind 
you the hardest part was wof king out some way of not 
running out of memory fn about five minutes flat . . . 
that must have caused you some sleepless nights with 
Alchemist" 

Ian; "Yeh, with so nr^any scenes f bad to find some way 
of compressing everythirjg, so I designed the scenes 
two screens wide then by experimenting with quite a 
few techniques managed to find a way of getting each 
line down to just a few bytes of memory; but you re 
right getting everything into what in these days, is a 
relatively small amount of memory caused big 
problems. In the old 8K PET days the Spectrum's 48K 
wm a lot, but now , . . well . . . ^^ 



John: "You Ye right that was a big 
headache with Stonkers, by the 



time I'd written the raw data Id used up 21K so bang 
goes half your memory . , . so it s thinking cap Ume 
. , . remember we got together on that one." 



Ian: Tm not likely to forget . 
it in the end." 



but we cracked 



John: "Right but then I had the problem of 

making Stonker^ not 
only a classtcal war- 
game but also a 
game that could 
be played and 
enjoyed by 
arcade and 
adventure 
fans as 
well. I had 
to get 
things 





moving so fa^ that the player realty had to sweat you 
know leave them no time to think with plenty of 
computer conlfolled enemy adion going on without the 
player knowing about it. just like a real war in fact"; 

[bti: 'Yeh, its amazing how you can get hooked on 
pi^ng around with lechniques, t»efore I wrote Zip Zap I 
used to experiment just for fun. but when it comes to 
producing a commercial product . . . well . . . it s hard 
work time: the amazing thing is you can sit down at ben 
ii the nnoming and the ne)(t thing you know it s four 
odock the following moining and yt)u suddenly realise 
why your body aches and your eyes feel as if someorre 
hds iJirown a h^and Kill of sand into them. The 
worst thing is entering all the data \ 

Johiu But it's worth jt in the end the 
best bil I find is when youVe finished 
wTTting some code and it doesn't 
offih and you can see it doing 
whal tts supposed to do on the 
scneen. it's like writing a book 
and diiecting a fiLm and 
seeing everything come 
out right . . . 
a great feeling/" 





Ian: '1 find some of the coding tricks I come up with 
really exciting, it's the creative btt I like, mind you the 
best thir>g alx>ut writing a game is driving around in the 
BMW afteivrards - - . the trouble is mine s been stuck in 
the garage ever since we got to grips with 
Bandersnatch." 

John: ' Yeh and ft kx>ks as if its going to sts^ there for a 
few more weeks." 

Ian; "Tfianks mate , , .' v^ 



Imdgine Software Limited, Imagine House, 
5 Sir Thomas Street Liverpool, Merseysye L 1 66 W 
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Chess-players with 4 4SK Spec- 
tnim will find this program ideal 
if they axe stuck Tor a partner, 
I have seen oth^r che^ 
garner for computers, bui as far 
as 1 am concerned, ihy% is the best 
so far, md should give hours of 
mjoyimctit to the chess buff B.B. 
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value for money 
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Will you 
accept this 
mission? 



In your 25 Luna Hover Fighter 
you must penetrate ihe 3 
successive Seiddafr cJeferaJve zones 
and destroy their command base. 

The state of your fighter and its 
armaments along wtth status 
repom of me Setddab defences is 
given below. 

Good luck f May the power De 
WTChyoo. 




hli|A|*|i|lf [JEl 

^ hort range weapon system. 
J If klium povwred. Poweied up 
and c^rational 



D 



hll|H|i!EfL|P|lT 
I'lithium powered, Cont>aiE 
power l«veJ. Status alf gre«n 




KNOW YOUR ENEMY 




^fcoboLicallycofWolled Vtsan 
T missiles - ^rmed Susceptible to 
faser strikes. 



^oiAimiiitiihi 



Long range propeiuene tanks. 
Status full. Combat shielded. 
Hull lempefature status low. 




FTsjI 



mi 






BULL 



m 



^lgh power, low manoeyvrabiPty 
strike craft Plodium missiles - 
-^rmed Susceptibte to missile 
aser strikes 




L >lMlHsUll|LlEll|-, 
ong range vwapon system 
R^ar hcming duooec wa^^lead. 
Anned and read(y to fire. 







I | R|||AJI>HIW|HI>I|E|S 




ong f^nge. over the horizon 
sensors Tuned to the plasma 
CMJtput of Seiddab iiover figncers 




TwlATvTtiGUiTlilolM 



I 



ocked on to the Seiddab 
commarv] base. Head up patti 
drspfay. 



£5.95 



£5.95 



™ his IS ine latest and mwt 
^ difficult mission in the lor^g 
running struggle against Seiddab 
alier^ - are you prepared to accept 
this mission? 

Av^iiJ^lf tOf 4QK 5pecifurfi from ^ }txknq 
vsrcware dt^im inciycfing Boots, Jotwi 
Menzin, SpKcripim CcHnputrr Crmr^y etc 




&6e MpJton Tradif >g EMatf p 



Contain proximity fuses, 
explodes on derating 
hoverfighter Susceptible to 
laser strike, 




iMlHslljilLJgj.lSlllLlO 



^■inal line of defence - self 
^^ activating Hewstron 
Warhead. Susceptible to laser strike. 




iClOlWlii]Ai N|PMBlAlSiMl 



I Our oOjectrve - heavify 
^ deferxJed requires many strikes 
to dtstroy - you muSJ not fail. 





CodeName 
Mat 

Producer: Mlcromega 

Memory required: ell Of 

48K 

Reiarl price: £6.95 

Language: machine code 

Authof : Defek Brewster 

Mission: Alien tenmmation - 
the dasperam plan to place in 
the mmd of a teenager the 
Combined tactical skills of all 
tie planetary leaders in the 
solar system. MAT is mank- 

wkJ s lasi hope Now your 

mirK) is Mat s rrntid Take con- 
iroj of the Centurion and blast 
off on the greatest adventure of 
all 



Mat are in command. 

How to describe it>e game? 
As we said in our preview fea- 
ture last issue, a starling point 
mighl be Star Trek games, but 
only as a convemant departyre 
poinf , for Code-Name Mat has 
gone boldty fuilher. resulting in 
a game of arcade action com 
bined with real simulation 
which calls tor a number of dif- 
ferent skills. In brief: The 
f^yons are attacking Eartti, 
startrr>g from ttve outermost 
planets of the solar system 
This divides the game up effec- 
tively into sectors which equ- 
am wrth the plan&rs Pluto. Nep- 
lune. Utanus, Salurn, JupHefp 
Mars and Earlli. The Myons 
tend to attack a planet and 
attempt to reduce ii io rubble 
which wilt be used Io increase 
the numbers ol their attacking 
fleet. Jn the last event, it is bet- 
ter to destroy a planet yoyrself 
than to lei it fall into Myon 
Claws. The solar system ts 
seen on the Solar Chart. 

The second chart is the Sec- 
tor Scan, a 10 k 7 gnd \A/hich 
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NowymirrFiirKl li Mafi mind. . / 

of the craft. Failure to achieve 
the transition will result in the 
Centurion ending up in some 
other seclof Travel between 
planetary syslems is done by 
navigating through or^ o( the 
two stargates in much the 
same way 

Long Range Scan is a 3D 
global representation of your 
area ol space. The Centurion 
is seen as a dot at the cenife 
This IS one of the most amaz- 
ing aspects of the game, and 
one of the hardest to get to 
grips with. A craft disappearing 
behind you wi^ll reappear 
ahead H you loop the loop the 




Th« OrHrt Hilli of Emnh fhmnk you for i*vlng nwnkkniJ froni tha Myon Ihrtat. 



Inlay cards usually leave 
somethfr>9 to be desired when 
deschbing a computer game, 
but cortsidenng the scope of 
CodB-Name Mat Mte* 
romega'a is almost terse. For 
decades the Myons have 
sought Io dominate the So4ar 
system and they have 
launched an alt-out attack, 
knowing that Earth has 
deveto^d a revolullonary new 
space craft. Unfortunately 
there is only the prototype, 
liSS Centurion, and you as 



shows the position of the main 
planet, any satellite bodies like 
moons, positions if Myon fleet 
units, your own defence units 
(more laief) amJ positions of 
stargates (red - outer system ' 
cyan - inner syslem). Travel 
oetween sectors withm a 
planetary system is done by 
means of a warp gate. A cur- 
sor can be moved to the 
desired sector and then the 
Centurion must be piloted 
{using the view screen) at the 
gale which will appear in front 



dispfay will rotate vertically as if 
you were looking down 
through a revo^ylng cylirKler. 
To play well, you must master 
your scanner. 

I nstrun^ntatjon arwi te xmB te 
very Cfitical. flying by the sea! 
Ot your panis alone will not sul- 
fice. Instruments provided at 
the base of the view screen are 
Energy {basically a strength 
factor - when it reaches zero - 
youre dead). Velocity, Angles 
from a tracked obfect t>o!h ver- 
tical and horizontaL Object 



range. Oteed number. Shield 
StatuSp Tracking Computer 
Siaius. When the Tracking 
Computer (son, it will aulomal- 
ioalty switch between a forward 
and reverse view from the ship 
to face any object being 
tracked, such as an enemy 
fighter, and you always lire in 
the selected direction. you are 
up again SI three types of 
enemy craft: Fighters which 
wilf attack as soon a s yc u ente r 
an area containing one. Cruls^ 
era. will only attack when 
within a range of 3.000; 8aae 
Stars (nicknamed hambur- 
gers), which will attack 
immediately. If their shields are 
worn down, hamburgers run 
away for two mm yes untii the 
shiebs are regeneratedp 

The Myon attack continues 
once the game has started 
quite independently of your 
actions, unless you stop them, 
of course, and it takes a great 
deal of skill to contain their 
movement through the solar 
system. Your instrumental ion 
IS vulnerable to damage, which 
can leave you bhnd, but park^ 
ing m orbit arourxf a planet will 
resuli in a drone coming up to 
meet you, This refuels and 
repairs all damage. 

If you wrsh to p(ay with full 
strategy options, then select- 
ing the second mode. Com- 
mander, means that you are 
also in control of Planetary 
Defence Fleets These can be 
moved aboui and used to help 
m the battle to great effect, 
opening up a whole new game. 
Fteets are communicated with 
via the Subspace Transmitter 

To describe fully I be com- 
plexiljes of Co<i0N&mB Mai 
would take a volume, and this 
introduction only scratches the 
surface of the game. 

CRITICISM 

'Although there are loads of 
keys and functions to get used 
to. you do find that they 
are all very useful and it 
doesn't mean that you can t 
start to play immediately. The 
graphics have hu a new high 
for the Spectrum; ihey are 
extremely fast and you are 
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gNBfi an amaz)t>g1y realistic 3D 
vie^ and they ar@ vahad as 
we!( I like the way thai even if 
you hav© lost your engines 
Ihroygh enemy actiofi. there is 
Still a way of limping 10 a planet 
for repajfs by kaeping your 
fifigif on the thrust key. This 
^uses the ertgmes to siul- 
t«r," The planets are all drawn 
very well as are the drones 
thai come to refuel the Certtu- 
rion This game is well be I* 
anced between strategy arKJ 
arcade and there is a k)t of 
inieraction between computer 
and player Forward ptannin^p 
plays a major pan too. I don t 
think I cari tin<3 any way of fel- 



Amazirig 3D gfaphtes! 
Enemy craft really do come 
from hundreds of miles away 
until they ^oom over your 
shoulder. Only the |:danels are 
a bit jerky as you approach, but 
then. wFth so many of them and 
in such good d^tarl. and only 
4eK thai S r\o\ surprising. It fs 
obvtously going to take a long 
lime to plumb the intricacies Of 
Code- Name Mai. and that 
means high addictivily. heipjed 
alQr>g by ihe axciiir>g space 
battles ar>d tremendous playa- 
totity. If there's anyone out 
there who doesni like this 
game, perhaps they shouW go 
backioLudO 




ling people to buy this game 
that would be sufficiently ade- 
quate Just buy li' 

Firsi imprBSSiom of Code- 
Name Mat are t&rrifYing Not 
onfy are there a tor at screens 
to cope With, but afeo a tof ot 
knys. af^ough joysticks may 
be med, But despttB appear- 
ances, this turns out be to a 
us^r-frmnaty game and, 
dtesprte its camplexiry, it isn't 
on& wt}efe yoa seem to get tost 
m space hke so many other 
simiar ganws^ Mind you, I 
can f think of arK>ther game to 
featty compare it with. You 
might just have citmbed into a 
space shtp and hurtfed sky- 
wards. Hs att so reahstic Ail 
the graphics are superb, and 
alf the instrumentatiort is 
essenttBi to successful play- 
mg Perhaps the only cheap'' 
meotin th^ whole game is the 
stargate warp effect, with its 
tJashina colours The3Dmfrot 
only effective its also vaned. 
The ij>ng Range Scar} is a 
realfy exdtiog deyeiopment 
Realism is a¥en taken to the 
tiegree that when the forward 
mwflk:ks to the mar, the keys, 
of wufse. alter their iettmght 
hmction. which can be confus- 
ing at first The depth of rfte 
game wifl ensure that it is 
played for a to^g fifme to 



COMMENTS 

CiHTlrot hey&: 67 left/right, 
8/9 up/down, lire Eng^nes^ 
1/2 decelerate/accelerate. 3 
deceferaie to full stop, go to 
Cru^Sirvg $p€^d, 5 go to full 
speed (nol available with 
cursor }oysiK:ks| : W warp 
drive, D shields on/otf . A 
tracker. T transmit subspace, 
F front view. R rear view. L 
bng -range scan. S sector 
scan. C solar Chan 
Joystick: AGF, Prolek, 
Kempston ZX 2 
K#yboard play: 
instantaneous 
Use of colour: wefl used 
Graphics: outstanding 
Sound; continuous, welt used 
Skill levels: 2 in effect, 
allhoygh they mai^e tor 
dittefoni games, ard in 
additiort thefe is a short game, 
full game with medium sized 
ariack fleet, and luM game wslh 
full-scale attack iteet 
Lives: as it should be ~ only 1 ! 
General rating: out of this 
woftd ! 

Use of computef 88% 

Graphics 95% 

Playabillty 94% 

Getting starttd 98% 

Addictive qualities 92% 

Va I ue for money 93% 

Overall 93% 
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Crash 



Producer: Mogul 
Memory required: 4BK 
Retail price: E 5.50 
language BASIC 
Author; Mark Lamer 

When we first saw the adver- 
tisenrenr wtich mentioned 
Crash, we were quite excited. 
thinking that someone had 
named a game after u$ f Sxpec^ 
tations that it vrauld t>e a good 
game were soon dashed how- 
ever hiogui may be better 
known for their Commodore 
software, and one hopes so, 
because these tew game^ they 
have for Ihe Specirum are 
s^ply not up to scfalch. let 
alone Crash, 



response in the keys, ttie col- 
our isn't very brighl and the 
sound is pathetically weed^. 
There are betler things to 
waste your money on than 
this. 

Crash exhibits aJt (he 
chBractBnstics of a very 
BASIC game with poor, slow 
bk^ck graphics, stow reading 
ot the cof^trot keys, and a 
completaiy undevek>ped idea 
te only saving grace fS uset- 
definable keys, out thats a fidV 
like puttfng sitk gto^es on a 
pigs toot-' 

\ can't think Crash is serf* 
ously meanit for the arcade 
game play 1 rig addid, perhaps 
for his very young brother. The 
game offers nothing in the way 
^ of graph K! delights and less 
than nothing in the playing (it 
can even give you a minus 
score). Less said Ihe better, ' 




Sfiici diAfBctiim ch«w I 
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Crasli is a primitive driving 
game in which you guide a car 
around t*^ saeen, which is 
crowded wrth green lumps of 
cargo for wt^ich you get points, 
blue petrol pumps which keep 
yow going iongar, purple 
mechanics who you re sup- 
posed to avoid, and red 
houses thai cart be fatal if hit. 
The object is lo dear the 
icreen of all the ^rgo. 
Depending on the sMIl lev#l 
seiected. you may run ovw a 
law mechanics without iostm 
your lile. but too many will 
resuil in their taking acljon 
against you fordarraerous driv- 
ing On higher levels ol play, a 
Single mechanic may prove 
fatal It might all have been 
inleresting if it had beerr worth 
It in the first place. 

CBITICISM 

I can't believe a game like 
this is being marketad today. H 
is very boring. unaddK^ive, 
pointless and a waste of tirne 
and money The cans not eas- 
ily Dontrotled due to lack of 



COWMEWTS 

Control keya: 

up down lefu right - 

userdetinable 

Joyvtick: Kempslor>, or 

almost anything via UDK 

Keytward play: very slow 

Use ot colour: fair 

Graphics: poor, simple blocks 

Sound: poor 

Skill l«v#la: 10 

Lives: 1 

Gen«ral rating: a waste of 

money, may have some 

appeal (or younger ctiikJren, 



Useof compultr 
Graphics 
Piayabiirty 
Getting started 
Addictive qualities 
Value for money 
Overall 



52% 
28% 
20% 
58% 
15% 
2S% 
33% 
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The Time 
Machine 

Producer: Dtgital Faittasia 

Memory required. 4fiK 

Bvlail price; £9.95 

Language: 

Author: Brian Ho>^af1h 



The Time Macftin& is of>© o! 
Digitai Fanlasia's sertes ol 
adventurers which use text and 
graphics to nsai effect. 

Vou are a \oc^ naport^r in 
Ihis on©, finally getting to grips 
with a tmly chalfonging 
assigmnent - strange goings* 
on have been repon^^d Irom 
Ihe fO0*Shrouded moors A Or 
Potter has rec^nily purchased 
a bnely house out there, and 
since than strange lighrs and 
ihghts have been seen by loc- 
ate reufKJ Ihe eocentnc scien- 
tist's abode. All th^s causes a 
lot of concern, and you are sent 



wur gening inextricably stuck 
Ml the early stages and givfcrig 
up allogelhef , as with 50 many 
other adventure games/ 

Wh&ts good ubout this 
game, as Mth others by the 
same company, is that you 
have the Optkm of switching 
between t^xt onfy and graph- 
ics /nc/iJded moc/e at the press 
ot the ENTER k&y. This ara^ds 
the waiting ttme tor the pic- 
tures to form (which they €fo 
Quite QuicMy) should y^u be 
impatient to get on. Oescfip- 
tions are short and to (he point 
Computer response time is 
fast and ptiy, creating a nfce 
relationship between ptayer 
and machinB. There is plenty 
fto tfo or? this quest if you suc- 
ceed in getting outofthetogat 
the beginmng. ' 

Time Machine (ives up 10 its 
expedaiJons beautifully from 
the stylish grapliic scene set- 
ters to the snappy text. A great 
plot with a reat sense of piir- 
i pose which involves getting 
useful objects irom one time 
zor>e whK^ n^ay well be 





Fo** . ' whBL «^ til*- 

re: 
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to explore the Sftuation for the 
local ga^etle. The quest starts 
wUh you stumbtkng arourKl in 
the tog II yoy manage to come 
aoross the house in question, 
you are led into an intricate 
eean^ through a handfur of 
time layers to find the missmg - 
but that would give the game 
away. 

CRmCISM 

'All in all a very entertainlrvg 
adventure for both novice and 
expenenced adventurer atihe, 
because if you're new 10 this 
sort of game Digital Fantasia 
helpfully offer you the option ol 
sending fof advice sheets 
wtiich provide just enough 
dues to the various stages of 
the plot to see any thinking 
greenhorn on his Or her way. 
So there's much less chance of 



needed in another. This makes 
for ditierent stages of success 
until the final derhOLhement and 
it all adds up to a htgh addctrv- 
ity rating. H.G, Wdls wouU 
have k>ved it, despite the 
slightly high price/ 

COMMENTS 

Response: iast 

Graphics: optionaL but weft 

drawn and reasonat^ly 

detailed 

Oefieral rating: very good 

although high in price 

U se of computer 80% 

Graphics fiB% 

PlayabMrty 90% 

Gett J ng s tarted 60% 

Add l€ti ve q ua I dies 90% 

Value for money 60% 

Overall 75% 
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Thunderhawk 

Producer; Lyveraoft 
Memory required. 4SK 
Retail price: £5.95 
Language: machine code 

Thur^derhawk rs a 'Phoeniit- 
type game with three screens. 
In the first your ship, moving 
left and right at the base of fhe 
screen, combats sened ranks 
of hawk-ltke birds which drop 
bombs, and cx^casionally Oi>e 
wifi swoop down on you. In the 
second screen your rale of fire 
is slightly irrhproved lo cope 
with the increased numbers of 
hawks, tsombs and their more 
frequent swoopirq attacks 
Movfcng to the third screen, you 
are confronted with the large- 
sized molf>ership. the under- 
side of which must l?e eroded 
by ygur gunfire untsi a hole oan 
be opened up m the green 
Qonveyof bett and ii all blows 
up. Vfliile this is happening 
showers of large tiombs drop 
not only from the mothership 
btjt from empty space as well, if 
you move outside the ship's 
range. 

Completing all three screens 
takes you on to level 2, a 
repeat with sJightly higher 
ockis. 

CRITICISM 

It seems odd for a software 
house 10 be bnnging out a 
Pf>oeniK -style game nowa- 
days, bu! anything is welcome 
if it's good Unfortunately 
TJiunder/^aw^ doesn t seem lo 
offer anything new. The stan- 
dard of graphics ^ fairly good, 
better than a tot of earlier vw* 
Sions, as one woykl expect, 
but the scope of the game ssn 1 
very large There are no speed 
differences to selecL and once 
the ttiree screens have been 
com pie led. which is very easy 
for the Itrst tevei of play, it loses 
much of Its littte atlradion 
Another anr>oyir^ thing is thai 
nowhere does <1 state what 
control keys to use/ 



t think this is meant to lye a 
Phoenix^ kx>kalike it does 
ha\/B a tew features ot the 
arcade or^mal Due to tts lack 
Otcofour and sour} d it des troys 
tf?e games ptayabflity The 
hawks di^e ar^d swoop very 
nicely, but shooting anything 
on the screen can be be tfi/- 
ticutt because the fire rate is 
ev:ceptionaHy stow The 
Mothership IS quite nicety 
detaited and large, but its 
ejctraordinary txj^mbmg tech- 
niques -the t>ombS foftowyou 
atx^ut wherever you go, even 
beyond tfie ship's limits - are 
not at aH hke (he arcade ver- 
sion, and are not an improve- 
ment Graphics are nice and 
smooth, but not overfast No 
useful information whatever 
has been put on the inlay or on 
the screen, so its left to the 
player to figure out how to go 
about it: 

The Spectrum may not be 
noted for its colour qualities, 
but I would have though! 
Lyversoft could have t>een a bii 
more imaginative jn \hmt use of 
colour in this game Apart from 
the Molhership. with its 
magenta underbelly and 
orange top. the predominant 
colours are pale blue, blue and 
white. I would expect more 
from an arcade stK»ot em up 
today than th^s game ofers, 
and there afe belie r. older ver- 
sions available 

COMMENTS 

1 Control keys: 4/5 tett/fight. 

„ Id fife 

; Joystick: none 
Keyboifd play: after 
discovering the keys, simple 
and responsive but Ihe 
graphics a/e quite slow 
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Um of col our: poor 

GraphJcs: above average. 

smooth 

Sound; poor 

Skill ttveli: progressive 

sheets 

Uvea: 5 

General rating: average 

Use of computer 53% 

Graphics 58% 

Playability 44% 

Getting slarted 30% 

Addictive qualiti«a 35% 

Value for money 40% 

Overall 43% 



Eskimo Eddie 

Producer: Ocean 
Memory required: 48 K 
Relail price: £5.90 
Language: machine code 
Authors: Chrisiian 
Urquhart and Nick 
Pidrpoml 

First lhing you see with most 
oiines is the loading screen - 
3'a hard 10 take your eyes off 
this one - a credit to Ocean and 
teauthors- 

E$kimo Eddm is a two- 
saeen Pengo.' On ihe fir^s 
you must rescue Parc^ Pen- 
guin three lim^es Has at the 
top of the ^ct^ert arvd you re at 
the bottorn. In between, two 
polar tsears and three jagged 
holes in the ice move from side 
10 Side. The poJar bears wrap 
irtKjnd. one gojng to the right 
and Ihe other/at a slower pace, 
floing to the teti. The tee tiolas 
1^1 bounce from sida to side, 
quite fast, So stage one is a bit 
Uk$ an icy Ffogger . The ofafdcl 
IS to cross Ihe screen upwards, 
collect Percy, and then bring 
hirn safely back down 

Gompleiing this screen 
three times moves you on to 




I 
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the more traditional looking 
Pengo' game. Ttw screen is 
filled wrth what looks like a 
board of Renme tablets, then 
to a toud twanging noise a 
ma^e is created by removing 
some of them to reveal Percy 
Penguin in the middle. Four 
snow bugs then pop up and the 
game begins. As usual in a 
Pengo game, Percy can push 
the white snow blocks arourx) 
the screen in the hope of 
squashing the bugs, or med 
them to let him past. The edges 
ol the screen may tae electrified 
and any snow bug touching thB 
same edge becorr>es dazed 
and can tie run over. With this 
version, the killed off snow 
bugs come back after a few 
seconds until they have been 
killed twice. 

Following screens have the 
same four bugs, but they are 
nrtof e inieltigent in bomirrg in on 
Percy. 

CRmCISM 

'The keys are very well laid 
out and otter a good response 
in moving Ihe smooth flraph* 
tas. The polar bears on screen 
one are especially weil ani- 
mated. Sound too IS excellent 
with a strong, loud tune, 
although there isn't much to 
the actual game sound. This is 
a Pengo garne with much 
more content - perfiaps not the 
best, but certain fy very good 
vaHj^/ 



Wn|i uffe wimi l0r ttv Icy ■FfOflioef 
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'You effective^ get two 

games tor the prrce Of One rn 

Eskimo Edd^e. a Frogger'and 

a Pengo This has obvvoc/s 

Qd^antages in value but can 

prove to fee a bit tmtattng when 

j you have to wade through the 

first screen each Ume to play 

L the second, main screen Very 

I good graphics with neat 

detaifad touches The actual 

\ game i$ qutt^ a tough one wUh 

I medfum tnmthgen t sno w bugs^ 

but very durable ones, Fortt/- 

nately electrifying the fence 

has the effect ot makmg at! the 

bugs go stow, whtch device 

can get you out of a hoto now 

and again. On the ofher hand, 

when you $hQva an toe block 

across the screen yaurfnove- 

ment is frozen, but not that of 

The bugs, who can then take 

the advantage and catch yoti. 

alt in atf. a very good game. ' 

'Great graphics and sound 




make this into an extremely 
playable game with lots o( 
details, such as the way the ice 
blocks explode when melted." 
Well- positioned keys, and 
responsrve ones, help wilh tlie 
tough snow bugs all in all a 
well thought out versi^on of 
Pengo wh^sre a lot ot attention 
has been paid to detajl, making 
It very good value/ 

DOMIMENTS 

Coiilrol keys: Q A up down^ 

N/M left right. SYM SHIFT 

push 

Joyftllck: Kempston, Protek, 

AGF\ZX2 

Use of colour: very tcy 

Graphics: smpQoth. fast, 

detailed, good 

Sound: great tunes, less in 

the game itself 

8kil1l0V«i:1.but 

progres^va difficulty 

Uve«:3 

Screens: 2 

General rattng: very good. 

Um ot eomputtr 84% 

Graphics S0% 

PlayabJIity 80% 

Getting started 78% 

Addictive qyalitits 70% 

Value for money 75% 

Overall 78% 




Two Gun 
Turtle 

Producef : M. C. LofhTorlen 
Memory required: 4BK 
Retail price: £S*95 
Language: machine code 
Author: Steve Hughes 

In ttie middle o1 winter a rurtie is 
defending his strawljerry patch 
against a variety of marauding 
bugs Some go for strawber- 



ries, some flo for the turtle. The 
turtJe, for his protection, is 
armed with a gun - one. not 
two as Ihe title might suggest, 
but that doesn t make any dif- 
ference to Ihts very fast game. 

Bugs slealing strawberries, 
pick them up and sidle off 
screen, but if they are shot, 
then the strawt>erry drifts bade 
to Its place. 

The game is played out 
agair^i a calendar starling in 
tS:tobQr, As each month pas* 
ses. the typ^ bug changes. Ifs 
already snowin>g sNghtJy, but 
as Winer nears, larger snowf^ 



i^ 



CRASH May 1984 



29 




Rykig hifiSm toh^m two guna agaikfisl Mylfig nH4l«4 iltv hi« tkriiwt»0iTb«# 




fakes fall and Ih^sa may be 
picked up for bonus poinfs 

The strawbernes. 12 in ail. 
float in a neat three by four 
block at the cenire of a black 
screerr in Ibe background, 
pijcel drops of snow tall The 
monsters tioal in trotn borh 
sides and the turtle may rnov© 
all over the screen shootinq in 
Ihe direction cl movennent, but | 
only hortizontally, allhoiigh tie 
can nrove in eight direct tons. 

CRITICISM 

The graphics are nicely 
deiatled. well drawn arxl move 
smoothly They are also tast, 
and have io be as rhis is 
(almost) unpfayat>ly last I like 
the falling snow in the back- 
gmynd and the e^cplosions are 
very good. The bugs are 
super-Intel tkgent, homing m on 
you in a yafig if ihey can. The 
difficulty oi firing in the dJrec* 
tion of movement in a fast 
game is that you have to work 
ever so hard to keep far 
enough away from a bm to be 
able to turn and fire a1 it. I 

W youVe got exceptiomitY 
f;$St reactions encf frte ^t^mins 
of an elephant, you it probabfy 
ertfOY this game w^ tts cotot/f- 
fuA smooth and ti&tail^d 
graphica. Tfm bugs change 
every month, not during a 
bfBBk between screens, t^ut 
actuatly as the gam& is piay- 
ing Each bug has rts own 
crtaracfensfic. the skufts, for 
instance, are ruddy deadty 
md come straight for you. tt 
manages to be fairty addictive, 
but also trntating, beceuse yOu 
don t last very tong 

The graphics are nice ar^ 
big and very last. In fact the 
whole game is fast I suppose 



Ihe idee of a rtying turtle ^& 
no¥d. but the game. is quite 
sin^ple in itself Hard to play 
though, you certarnly have to 
fit we like greased lightnmg to 
shoot anything up and wh^n 
there's two or three bugs it can 
be almost imposs^bfe Io shoot 
fhem up in a row, l^lot bad, cer- 
tainty worth a try to see if you 
liken/ 

COMMENTS 

Control keys: y80r-di|inable 

Joystick: almost any type via 

UDK 

Keyboard play: very 

responsive 

Use of colour: very good 

Graphics: very good, v#ry 

last 

Sound: good 

Skill levels; progressively 

drfficull 

Lives: 5 

General rating : a good game. 

very lou^h, which may SfXHl its 

addtctivity, 



a5% 



83% 




Us^ofcomputor 

Graphics 

Playabltity 60% 

Getting started 69% 

Addictive qualities 68% 

Va I ue for mo ney 73% 

Overall 73% 



Sam Spade 

Producer: Silver soft 
Memory r^usred 16K 
Retail price: £5.95 
Language; machine code 
Author: D. B. CIrkapman 



We rn^0t$ them on the 

ladders - 

On phttorms /eft ^nd right; 

HiS ooiy hopBS to dfg a 

trap. 

They're much too rrman to 

fight . . . 

Thus starts Sitvertoft's 

Panic' game of pJai^omis. lad- 



ssii^ 



ders arxJ monsters with a pen- 
chant tor fa King into holes 
There are the tradnnonal frve 
levels connected with various 
ladders and three monsters on 
the first screen Dependir>g on 
their cofour, monslefs need to 
fall through either one hole. 
two or three Monsters which 
get out o1 a trap tiefore Sam 
hPts them on the t>ead with his 
Spade wril become mofe dur^ 
able by changing colour 

There are. of course, many 
vanaf ion son "Panic' now, each 
Wish ihe^r own idosyncracies. 
some better than others. This 
version boasts quite large 
characters 



Sam Sp&de is a typical 
''Panic''" game with nice b'^q 
graFrfiios and this is a good 
version of a game which is 
rather old now t would say rt's 
actualJy better than some and 
worse than others/ 

COMMENTS 

Control keysr ZIK tett'r^ht, , 
K M g p cfown . L - d ig .' f ill ^ ill , 
Joystick: Kempslon i 

Kevboard play: sensible keys 
mafee Irfe easy, responsive 
Use of colour : fair Io average 
Graphics: average, af though 
targe 

Sourid: good tunes, othefwrsr? 
averaigie 




CRmCfSM 

There isn't much can be 
said about a Panic game now 
that hasn t already been said 
On tt>e whole this one has 
large and smooth moving 
graphics They are all fouf 
blocks large, but as they over- 
write each other this results in 
the ladders vanishing to btack 
where they pass, which lends a 
flickery aspect that iooks quite 
amateurish Another oddfcty is 
that triere rs only a single func- 
tion key for dig and fill holes, II 
takes three presses to dig a 
tKjIe or kill a monster, so as 
soon as the hole is dug lE stans 
to fill again* This can be very 
frustrating in the heat of play 
On ihie other hand, it does 
mean less keys to have to 
worry about. On the whole I 
thought thts was a pr&tty weak 
version, especially for Silver- 
soft 

The cofour used is fair and 
070 graphics, atttnough large, 
are only average. It's a 
re^onabie arcade copy in 
mo$t respects, there s the tal- 
tmg OMygen hv0l to worry 
about, end as you get through 
a few screens, S)ere are a lot of 
monsters to worry about as 

weir 



Skill levels: progressive 

diflK^ulty 

Lives: 3 

Gerveral rating: an oTd-styte 

game, generally average. 

U se of com pu ter 62% 

Graphics 57% 

PlayabJIity 56% 

Getting started 63% 

Addictive qualities 53% 

Value for money 51% 

Overall $7% 
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LOONY ZOO Arearfe escape game 15M PI I ARAOH'S TOMB Adventure £4.95 KNIG HI \S Q [ 

COLIJITZ AdvnitttFC £6.95 THf- FORES"! OmntMriiiR simulution £9.95 

M JTXJJT K LJ f\LJiJ\J\^L£\lIljvj 172 Kingston Road. twell, Surrey KT19 0BR 

Telephone Ot-393 02^3. 24 flour amwcrmu. 
Prices tnctudc puita^c (uuibidt: Luiropc add £ 1-00 per item)- Access and Visu cards wekomt- 



.with the /irte//ifmf Joystick Interface 
from Cambridge Computing! 
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It^s the fun game of 
the year — Trashman* 

From ihe niumenl you ^i* 

^ iw n to play ymi'H h^ thrilled by 
Ihis eMiritiEig. original laugh a 
rniiiutt* gam*?. 

Your |ob may look easy to ihe rest 
of the world, but you know the hazards - 
$p€-eding cats and pavement cyclists can 
bfith shake yon up^ Let's face it cars can 
b4> fatal. 

But if thai isn't enough you've got the . 

other problen^s of yicious dogs, the after 
effects ol ovpreatinfj in 1 he transport cafe or oiw 
too many in the boo/er. ^ 

No! only will you be gripped l>y the acliofi - 
you'll be amazed and amused by the high quality 
ijML graphics. 

With ^euf?n levels of play fpiituring three 
att einpl h to f 1 1 lib I n he y d 1 1 1 < 1 1 1 s vu n i i n g you ^ re not 
L run over by a car) Tr ashman will provide even the ^ 

•^*^' most estperienced games player with a thrilling 

challenge* 1 or 2 playcT n pi inn, Hall of Fain^ and 
. 1 joystick compatibility ensure thi^ game has all the 

best arcade features. 
**^^^ Tiashm^n is available NOW for the 48K 

E ^ Spectrum. Ask for it loday at your local 

^ compiiter store! 



Only £5.95 
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Gen^ratton 
Software 

FREE POST. 
Bath BA2 4TJ> 

Tel: 0225 316924. 
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CHUCKMAN 

Pfoducaf : C-C*L 
Memory required : 4flK 
RetaH price: £5.00 
Language: machmecode 
Author: K. Baker 

Chi^ckman is based on the 
popular arcade game and 
bears a tair^t resemblance lo 
M&zmcs Chuckman rears 
around a yeltow maze on a 
shale board, despefately trying 
to find and defuse eight tim©- 
bornbs belore the tjrn© limit 
runs out- Th© maze is consid- 
eraWy larger than the playing 
area, although a ger\&ral view 
ol the maze im mediately 
around Chuckman can be 
seJected 

Time bombs can only be 
defused once a toolkit has 
been colleded, and these are 
dolled al random about the 
maze, like the time-bortite^ 
Equally there are hotes in the 
flfOijnd which cannot be pas- 
sed over safely, although 
Ifiese may be filled in if you 
(X^llect a wheelbarrow first. 
Food i^s also avaitble and must 
be taken frequently i1 your 
energy level tsni to fall to 
dangerousiy low levels The 
other major hazards are giant 
boots which Iromp around kil- 
ling you off. If you coHect a 
spade firsi. it may be used to 
mg a hole, across which the 
boots cannot pass. 

Wfwn alt eight time-bombs 
have been defused, ar>other 
ebght will appear Between dif- 
ferent games Ihe maze is ran- 
domly generai&d. 

CRUICISM 

The skate boarder, when 
statk^nary, waits impatieniJy. 
tapping his fool and leaning on 
the skate board. His only pro- 
tection against stomping tjoots 
is to dig a hola. although it he 
Hnds a pair o< roller skates the 
boots seem afraid of them. I 
was very imp^ssed with 
Chuckman! the graphis are 
good, your hero beinq parlicu- 
la/ly well implemented ^ and the 
game was lun fo play It at$o 
requires a good memory and I 
enjoyed it; 

There's no doubt that 
Chuckman immeai^wty 

fBcaifs Maziacs to mind, not 
onty tho maze, but afeo tfie 
very good ansm^tion of yoiff 
hBfO. The gritphfcs are Of a 
high Btandard, with a very 
good status board to the right 
of the ptByirtg area, which 
Shows time-tyambs to defuse. 
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hf-scor^. scorn, whether you 
am CBrrymg a spadB, wheei- 
tmrmw, a f^r of skates for kth 
ting off t>oom, or a toofktt It's 
ona of thos^ games that 
doesn f appear all that ditftcutt 
at fffsi but ends up being 
realty quite addictf]/e. ' 

In is IS supposed to be 
based on the arcade game 
w^lh a few dillerences, but I 
think they ve forgotten the 
arcade game and devebped 
an entirety new one The map 
racility is very good, showing 
you about six times what you 
see when actually play J r>g. The 
task m quite formidable, 
momloring energy levels and 
avoiding pitfaHs and boots The 
scrolling action of ihe maze 
works very smoottily, and 
Chuckman is animated vefy 
well. Ther® is no sour>d while 
playing, only when kilted, 
something which may appeal 
to parents. A game that can be 
recommended. 



COMMENTS 

Control keys: 0/A up^down. 

C a left nght, SPACE view 

maze. CAPS SHJFTr <Jig p« 

Joyrtick: Kempsion (one 

reviewef noted thai 'dig' didn't 

work) 

Keyboard play: very 

responsive 

Use of colour; good 

Ortphtcs: good smooili, 

detailed and big 

S blind: veryiittle 

Skillteveis:3 

Lives: 

Ge neni rattng: very good 

and ptetly addictive. 

U se of conn pu tef 72% 

Graphics 80% 

PlayabilJty 84% 

Getting started 71% 

Addictive qyalities 82% 

V a I ue f or m one y 82% 

Overall 79% 



don't, but hftave a time Fimit 
imposed on them there ,is also 
an Automatic nrode. which is 
really a demo. 

The screen display is 
divided inio three areas. The 
two [arger sc|iiares at the top 
are the town map and a large 
graphic device of your ear 
nashing. Running atong the 
bottom is a large report strip. 
When yoy ha ve f i n i shed , or run 
out of time or lives, this reports 
b^:k on t>ow well or badly you 
dkf. 



Knight Driver 

producer: Hewson 
Consyltartts 

Memory required: 48K 
Retail price: £5.95 
Language: Machine code 
and some BASIC 
Author; Clive Brooker 

KnfQht Driver i% not an atlempt 
at Pole Position' and is content 
to more resemble some ol the 
earlier Spectnjm road games, 
which Ls not to say that il is 
primitive al alL In essence, you 
must steer a car abng a fair^ 
lengthy series of roads which 
appear to be set m a seaskte 
reson town The view is seen 
from directly above and the 
roads are defined wiih double 
t>roken white lines as though 
the painter from t>)uble Trou- 
tyto has vi3ited the place 
before. 

These roads twist and turn 
energelicaHy pa si tree -fiJ led 
parks, between houses and 
shops, past parked cars, round 



iraftic islands and even turn 
into cul de-sacs and car parks. 
The obfject, quite simply, is to 
get all th© way through lo ihe 
tintshing' line without sleering 
Off the road There are two 
levels, ProlMSkmal and 
LMrner If you select Profes- 
sionat you lose one ol your 
lives every time you veer off 
the road, whereas Learners 




^FUKi^ * *FUKI, * ^FLICU 



GRITICISM 

'Knight DWver is a drive around 
a rather scenic track and the 
graphics are quite gocxJ^ As Ihe 
playir>g area is much greater 
than the display, the graphics 
are constantly ori the scroll, 
and they do this raiher well. 
Unfonunately the control is not ; 
axaclty briihant (possibty ^an ^ 
Eastern bkx; vehicle - Skoda, 
etc). The game is playable at 
first but I soon t>egan to lose 
interest - just beating the dock 
gets a irtt^e boring after a while. 
Ntee graphics, above aver- : 
age." ^ 

" The scene tB set irt e/j empfy 
town and you m the tonesarrm 
driver. tHb graphics afe 
dtraivr? ve/y nicety and the 
streets move across the 
screen \^ondertufty. But steer- 
ing your car rs a dtsappomt- 
ment and its qutte unteahstk^ 
due to tfie fact that 45 rngfe- 
rr}enls are used Thus you t&rtd 
to over^toer Ptoor key 
response makes this factor 
fcvoi^e Offterwise cotour and 
sound are weS used At tfie 
end of each game the compu- 
m pnnts out your score and a 
tengthy report tn very targe tet- 
ters fhis delays you having 
another go immedsateiy - fri/s- 
f rating/ 

Its a pity, because the 
graphics are of a high quality. 



tfiat this game really offers so 
Irtte to the player. After a cou- 
pte of turns around the street I 
had had ei>ough. The car Is 
exceptK/nally difficult to stmf , 
more like a tank than a saloofif 
This doesn't add to its playabil- 
fly and certainly txjnks on Ihe 
head any addictive <^ualrlpes il 
mighl have possessed. The 
f^joft, *hk^h comes m sueh 
Large letters that only t^o or 
thfa€ wofds can be displayed 
at once, tal^es an age and only 
acte to interrupl any ftow you 
may have achjev&d. I woulcl 
have eKpected a bit inore from 
M6iw$ons ihanthis^ 

COMMENTS 

C0fllrOlkeys:Z/CAPS 

SHIFT Jeftfight. 

BREAKSYM 

SHIFT- accelerate/br^e. 

ENTER to start 

Joyitick: none 

Keyboard play: sensible 

keys, bui the response is a bJt 

stow arid car control is difficult 

Use of colour: very good 

Graphics: nice and big, 

detailed and smooth with 

ei^ceilent scrotting 

Soyndigood 

ShHI l«¥9li: 2 

LIvtft: 5 

General raling : good 

graphics but ullimately a 

rather pointless game 

Use of computer ^% 

Graphics 73% 

Playabiltty 60% 

G ett i ng stalled 65% 

Addictive qualities 45% 

Value for mo ney 57% 

Overall 59% 




Producer: Terminal 
Software 

Memory required : 48 K 
Retail price: £6. 95 
Lariguage: BASIC 

Thhs is a board game for bet* 
ween one arKl fouf players, 
wHh the cofnputer always tak- 
ing pait. Eacli player is given a 
CcSoured diamond marker to 
rFWve around the board, a 



company name is entered, and 
the computer takes the green 
marker The screen is formed 
by a complex grid of streets . 
intersections and T-junctions, 
When rt is a player s turn to 
move the computer allots a 
random number of spaces 
whicti may betaken, thecursof 
keys oontrolltng direction. 
When Ihe move rs complete 
there is an option lo build a var- 
iety of institutions such as 
pubs. banks. lactones. 
h£HJSes, apartmef^ts and 
atiDfK Each construction 
costs a set amount and Ihece 
BfE a limied number of eacti 
type ol construction available 
in a game. If a player builds 
something, a symbol appears 
in Ihe location chosen in the 
company colour 
Between each move a black 



responses are also very slow 
because of the BASIC. The 
graphics are small and not 
i^eally detailed, and I found the 
game generally uninteresting. 

This is B mrt of cofnputer- 
iSBti Monopoty gam®, It has 
four playmg lengths, but ev^n 
fihe short gBme fs Bxtremefy 
kmg. After an hour of pfaying 
wim B friend we wem /wsr 
beginning to m^ke rnoney, but 
thatmHtion was a long way off, 
ft r&quif&s $om0 praclice. m 
above average but not yery 
addicti^, and left me mtiifter* 
enf as to a verdict In some 
respects it is better than 
Monopoty, but t qurie tike 
Mormpoty whereas / wasn't 
very t^othered with this game. ' 

Based on Monopoly. The 
City doesm I play like Mono- 
poly, tie board Isn't divided 
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square crosses the screen, 
descending one line each lime. 
He IS the rent collector, who 
takes the rent lor each property 
and puts it into the bank for the 
player. Money in the ban^ 
earns interest, but there are 
also taxes to pay 

Each player starts the game 
with £2(50.000 and the winner 
IS the first to reach a million. As 
soon as ihe game starts, play- 
ers must enter their names or 
the computer will take the turn 
and start building. When a 
player s turn is indicated, it 
must be taken immediately, or 
(he turn passes to the nert 
player Bumping into another 
players marker will send you 
to jail for a period depending on 
the number ol previous 
offence. Four types of game 
of different lengths are avail- 
aNe. 



CRITICISM 

The game lakes ages to 
play and is very sbw. Key 



Use of computer 

Graphics 
Playability 
Getting started 
Addictive quatilies 
Value for mo ney 4a% 
Overall 44% 



tnto rigkj or traditional proper^ 
lies the graphics me not very 
interesting, and left to its own 
devices for a moment, the 
compuer just carnes on play- 
ing and winni ng. Not very e«ot* 



COMMENTS 

Control keys: cursors, plus 

prompt inputs 

Keyboard play: siow 

Use of colour: reasonatsle 

Graphics: small and 

uninteresting 

Sound: poor 

Skilltevets:! 

General rating: fair, not at all 

addictive. 



48% 
49% 
35% 

49% 
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Handicap 
Golf 

Producer: C.n.L. 
Memory required 48K 
Retail price: E5J5 
Language: BASIC 

Ray a round of 1 8 holes on the 
"Spectrum" course of S.444 
yaids. Your set of dubs con* 
sists of four Woods, etgtit 
Irons, a Pitch Wedge, a Sand 
Wedge and a putter. PRESS 
ANY KEY TO CONTINUE..; 

So goes thie unpretentious 
Stan 10 C,R.L.'S charming golf 
simulation. Pressing any key 
then lists the 1 8 holes, the par 
and length lor each, with a par 
for \he course of 70 This is 
fol towed by a listing of the 
clubs with a graph re depict iofi 
ol each and trie distance in 
yards for each Wind factor 
my SI be taken into account in 
the choice of club and dtrec- 
tion, and the faotor i$ also 
shown on the greens tor put- 
ting A final page asks whether 
one or two players are taking 
part. It is then possible to pre- 
view all 1 e holes befoe starling 
if you so wish This is noi 
essential because you may 
view any hole before it is 
played as weil This element is 
quite important because, 
unlike almost every other golf 
program, thts one splits the 
hol^es into several views, thus 
simulating the real game, 
where you would rkot be abte lo 
see the end of the hole in any 
detail 

The display is in a 3D- style 
perspective with you' artd your 
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V«lhiJI« en ihvflpN coyrvi u caddy wHich*« piftjftf i«l» a si'tol- 1 can «Ih 
AW. . . A dhrot 



caddy seen standing f eady on 
!h0 first tee The rngiires and 
animation of ih&fn is very 
reminisceni of the VaJhatla 
graphics. Pressing P will alkiw 
a pfevtew of the hole to be 
played: pressing C allows 
selection of club, beanng m 
mind the statistics printed 
below the display area Club 
seleciion is made by pressing 
any key which moves a cy rsof 
arrow along under the ctubs 
until jt reaches tJle one desired. 
It may then be ENTERed The 
angle of ttie shot js selected by 
using keys 6 and 7 to move a 
cursor marker on the sid« o1 
1h© screen up or down, 
ENTEHing when it is correcl In 
kM animation, you tinsn swing 
and the ban curves away. As 
soon as «t comes to a rest, ttie 
gdfer staring after it. the caddy 
lifts the bag on to hfs shoulder, 
and both sel oft alter ihe ball. 
Two seconds ot animation. 
I and the scene cuts lo the next 
view, ready for the loltow-up 
shois. 



GRmCISM 

Golf - ar>Qther boring game 
to review, I thought. NO( I was 
wrofig. This one is very enjoy- 
able.! was flabbefga:sted to be 
able io see the whole course, 
and very impfessiva it is loo, 
with detailed ditlerent types of 
trees, hedges, bushes, rough, 
bunkers, nvers, ponds, 
bridges, even the clubhouse, 
and not forgetting Ihe player 
and hks caddy. Bt^tts are very 
w^l animated, even 10 the 
swiriig and lh« tense wait for 
Ihe rail to land Good close- 
ups are given when you are on 
Ihe green. This is the best golf- 
ing game I have seen. Every- 
ihing fs so realistic, and the 
exoelient graphics are quickly 




displayed. There are even 
amusir>g remarks from the 
computer lo ct^er you up! A 
garrwthat I reaify enjoyed play- 
ing, and tin at I can recommend 
to anyone who wants a golfing 
game. 

This is the best golf game t 
hve ever S00n, with ptmty ot 
details, scenic fairways . and it 
iS ¥BfY playable Unt>elievabiy 
the game ss io BAStC. but 
because its so good, who 
cares? A very good feature rs 
that (or even a pfaym with m 
knowledge of golf or what 
c/ubs do, the game iS Simple 
because everting is 
BMptained on scfem. Excel* 
lent colour and fantastk; 
graphics: 

A\ the end ot a tiring round. 
Its really nice lo see "yourself" 
part company with the caddy 
and walk wearily into the club 
house for a welcoming twer - 
or sonw thing. The only detail 
that C n.L seem to have (eft 
out is Ihe lipping of the caddy 
{Q€ perhaps I hat isn't done in 
the best ol dubs!) This game 
is so well thought out and dto- 
p9ayed that ii looks like a televl' 
ston golf €hampk>nship right 
down to the editing of Ihe 
scenes. WorKiefful. arKl satis- 
tying lo play.' 



i COMMENTS 

Control keys: 6 and 7 F and 
S. very simple and logical, and 
a (I prompted on screen 
Joystick: rx) po^nt 
Keyboard play: very easy 
Use of colour: excellent 
Graphics; very good 
Sound: very little, just the 
peace and quite of a well-kept 
course 

Skill lev«l«:1 

General rating: an excellent 
simulation, one of th^e best gotf 
games around, highly 
recommended 

Use of computer 73% 

Gnplitet 80% 

PfayabHtty 84% 

Getti ng s ta rt&d 73% 

Addictive quailtles 64% 

Va I u © f or m on©y 87% 

Overall 81% 
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GRID-BUG 

Producer: C.C.I. 
Memory required: 16K 
Retail price: £5.50 
Language: machine code 
Program: EHIn Software 

In Gnd-Bug you musl guide a 
hero bug across square or 
aiorig (ha ghd surroundir>g 
tJ>^m, epting the strawtemes 
in the squares. If you cross an 
empty square, you leave a 



addictive The graphics are 
small and the use of colour isn t 
ver^ exciting either" 

coMMErrrs 

Contjrol keys; Q/A uptown, 

CBIetlrbght 

Joyitlch:Kempston 

lCeytK>ard play; responsh^ 

Use of colour: basic 

Graphics: bk>ck. small and 

undetailed 

Sound: average 

Skill leveli: pnogresskve 

difficulty 
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I Strawberry behind, which must 
be eaten. On tt>e grid there are 
spiders which eat bugs, and at 
ieasi one which rtjns across 
the squares When a screen \ 
has been cleared of strawber- 
ries (170 of them) rhe next 
screen contains more spiders 
The trick is ID clear the 
squares, using the grids to 
move tsNBtween empty squares 
so thai you don t leave more 
strawberries behind. That's it. 

CRmCISM 

The game is tun to play and 
is addictive The graphics Bf& 
fairly simpte, txit sheer playa- 
biiity makes up for this 

'This is a grid game wi9} a 
novel di^tference. The obfect is 
to coHbci sffawbBfrim placed 
in the grid squares, whilst 
e^idir^g the spiders, a/id 
that's afl tfrere is to if. An origi- 
ml game, perhaps for me 
yourigaf players, although all 
Uie smnu. its m?f worth buy- 
ing : 

The main problem with 
Grid' Bug is that it doesnt 
reaHy contain enough lo be 
interesting a her a lew minutes 
play, tt dbes manage to be 
quit© difficult, especially on the 
later screens when there are a 
lot of spiders out to get you. but 
ii doesn't add up to being very 
playable arvj therefore not very 



Live*! 5 

Gerieral ratirvg: nfiixed 

opinions Irom poor to good. 

U se of c o m puter 60% 

Graphics 55% 

Pleyabillty 58% 

Getting started 62% 

Addictive quailtles: 57% 

Va I u e f o r m on ey 58% 

Overall 58% 
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Producer -Visions 
Memory required: 16K 
Retail price £6.95 
Language machine cod© 
Author: John Edwards 

It would be true to say ttial tfie 
prime objective in this game is 
to stay ative - not an easy fasK. 
Three interdependent screens 
make up the adton. 

In the First , you are in your 
space craft at tne bottom of the 
screen and you must shoot all 
the aBen craft which travel 
down the vertically wrapped 
around screen dropping 
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ihovvers and showers of pi)cel 
sized bombs at you Verticaf 
movemeni to about half I he 
screen heighi is allowed and 
your craft may wap around 
honzontatly, 

fn ih@ second screen you 
start ai the top and musi lind 
the space cratt at the bottom, 
navtgating through a dense 
shower of asteroids which 
I move m variou$ directio^is 

Qn landing ymj proceed 
kmmedi^atel'y to the third 
screen. Your ship is landed at 
the top lett ahd thef a is an entr* 
ance to the yndetground maze 
in the centre. The mam prot?- 
lem m the cyborg which lotlows 
yoiif every move, firing con- 
tinuously At the bottom of the 
caverns a crystal is located 
which Will refuel you ship 50 it 
can take oft again, but getting 
I down there and collecting it. 
and getting back safety is an 
ejttremely tough task. 

With all three greens com- 
pleied the gamfj repeats with 
drlfereni aliens and a much 
more intelligent cyborg. 

CRITICISM 

E^ch alien protects the other 
on the first screen ol this game 
It has great graphics with scrol- 
Nng staF backgroumi. good 



to get past A good concept a 
pity about the graphics and 
keyboard tayouf ' 

Star Waffiof is an unusual 
kwking game, apparently sim- 
ple graphics turn out to be quite 
complex, with shifting colours 
and fast movement, fhe aliens 
eKplode sati&Fyingly. you 
explode wonderlully Getting 
past the cyborg is very difficuft 
and teQutres careful timing and 
the use of the wrap around 
screen to draw the beasi away 
Irom tfie entrance for a second 
Fortunately the fact thai you 
cBfi get in seems to drive it into 
a mirKlless Irenzy for a 
moment - your only saving 
grace. A quite ohginal game, 
lough ar>d addictive in playing/ 



COMMENTS 

Control keys; 6.-7 left/right, 
O- fire. MM up/down, 
K = tbftistaswe^l 
Joysticks Kemps Ion 
Keyboard play: highly 
respofiiiive 
Use of colour r good 
Graphics: fasi. smooth and 
very detailed, generally good 
Sound; reasonable although 
very low key 
Skill levels: 1 



ED-ON 







explosions with sound and is 
very addictive. The one draw- 
back might be the tiny bomti 
I showers which can only t>e 
seen close up to the screen. 
Otherwise the be si game from 
Visjons. Recommended? 

The wrap around screen 
CAf} be qwt9 u&0fui for ^vdid* 
mg stray bombs on me first 
$t&ge fn thi$ second, tti^ 
ionper you stay on it, the f&ss 
points you get The third board 
m the worst because the 
graphics ot thQ masre are poor 
and f^e cyborg is impossibfB 



Livei : 3 

Screeni: 3 and 5 ditferer^t 

alten leHi^els 

6#neral rating: above 

average to good. 



U sa of com py ter 6 1 % 

Graphics 75% 

Playabiltty 73% 

Getting started 66% 

Addictive qualities 74% 

V a I u a for m o ney 58% 

Overall 6d% 



Producer: C.C J- 
Memory required: 16K 
Retail pric^:£5.M 
Uar^guage: machine code 

Based on an okj arcade game, 
Ed-On presents you with a 
senes of concentric squares, 
repfesenting four streets with 
four compass point crossov- 
ers The streets are lined with 
dots, and you must drive your 
car around in one direction, cot- 
leoting all the dots Thecompy- 
tar controls another vehicle. 
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seerti ye/y mtettigent. The big- 
gest disadvantage of this 
game is that the keys are 
duai-purpose, that iSr they can 
be used to increase or 
decrease your spaed as welf 
as move the car op/ctown or 
lett right This does tend to get 
confusing Note very interest- 
ing game on the whole but (t 
might appeat to soma. ' 

£d-On IS very simitar to 
Arcade's first game, Ghdrun, 
wiih I he addition of acceiefi- 
lion and hfaking. The graphics 
are small and the use of cx>lour 
is pretty drab. A simple kJea 
and quite hard to piay but it 
doesn t get very far and palls 
quite quckly ' 
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f»t ^f$<m colllskinm s««fn lrwvlti^9le wtitn you'rt flcM wllh iTi*nl*c drivwfL 



which I ravels in tfve opposite 
direction and which you mtist 
avoid. At poinis in the game 
flaps appear and add tionus 
points if collected On clearing 
a screen you then face the task 
over again with two enemy 
cars, and so on. 

The lour directional keys 
allow you to speed up or slow 
down, as well as charvge lanes 
to avoid the enemy cars. In ttve 
centre bOK your lives appear as 
well as a simple bar indFcator 
for speed. The enemy cars 
have a fi^ed speed of travel 
and change lanes whenever 
Ihay feel like it. 

cmnctsM 

"The enemy cars tend to 
home in on your tane, which 
makes the game '^ery fast and 
fairly challenging, especially 
when there are two or more 
cars in play The graptnics are 
simple and ii ends u p bei ng jusi 
another average game/ 

Once loadfed^ there are a 
good set of mstructions The 
idea is simph but tt is a quite 
difficutf game to p/ay as the 
computer-mntfolted cam 



I COMMENTS 

Control lcey»^Q/A u4^dowi, 

C^B teft/right 

Joystick; Kempston 

Keyboard play: vefy 

responsive alihough the 

duai-fHjrpose lakes sorrie 

getting used to 

Use of colour: poor 

Graphics; block movement, 

Simple and not very big 

Sound: average 

Skill tevets: progressive 

Lives: 5 

General rating: fair tp 

average, not wry addictive. 

Use of computer 52% 

Graphics 45% 

Playability 52% 

Getting started 59% 

Addictive quaNtJes 48% 

V al ue for m on^ y 50% 

Overalt 51% 
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NOW PLAY IT! 

CRASH IS the only magazine to offer you a direct link between reading about software and playing It I 
Foraet hours of fruitless hunting in sfvops for that extra special game you read about and want - snd want now. CRASH 
Man Ordar will move stars and planets (even the 8.1 5pm kom Paddington) to get you any of the bnll (and even not-so-bfill) 
software from the big (and even no h so- big) software houses reviewed in these pages, B^ause CRASH believes that 
you reading about software is only second best to yoo playing the real thing - and forming your own opinion. Bazoola 
software and meep software - don't just believe us - sea! Order any games, ad ventures - utilities, simulations and 
educational software mentioned (an-d not-so- mentioned) in CRASH with the ofder form later in this issue. 

CRASH- SPECTRUM SOFTWAR 




^E HEAVEN AT YOUR pTIyGERTIPS 




Dreamers on the 
Increase 

CRt «fho call ihemaet*o4 The 

wortt. Pwil »«^- who pf evkoualy 
wofKed Tor art educalton^l 
sottware house, J^*"™ ™^^^„-^ 

company lo become t»«^ Scflwil^ 

of ihe whole pnMfamming 

,n compiii&rs with Hew1«n 
PackanS and has R good worfcrnft 

at CBL will be the eo-ordinal'on 
and devetopnienl oH rww software 

'"'^cSKiilofwarb'looklng 
coitipwvy wWch, in the 5pa« 5* ^2 
months, has t»Coms o™ f '^^ 
laadinq companies m its frfsio, 

can kooK loftward enough lo lirmly 
tkacoutvoB i^ 1i**e9 of Caveman 
SlilnTflesCue and ^Tcc^uf age 
games i*e Omsfla Ftufl ^t>iat 
*av the DuiJlic, too, maiy believe 
matCHLtt^odeed ateadef in to 

The crtfwr new ©mployeo >» 
P9IM Jolwltt. a W>'-1*J9^ ^^. 
machine code f*<>g'*;i;'2?L;?J?' 
has had progranw puW'a^^.'" 
botAs a«J magazines. Peter s 

flrst new program toe CRL wjii oe 
iflteasad shortly. The new 

adcSikm bf tfig CPL s "e^a" ^^ 
nufi*er rf luH-tir™ proflf amrners 

10 six 



Person of the Year 

Awante viifhin the computer 
Mustry are r>Dw really getting 
under wa^. and Eh^ ork^ big 
question (eft io be answer^ is: 
When Will we bo seeing the 
GcAlen Joystick Awardti 
pre3«rit«ll0nc@r&mDny io^p vised 
from some grand shovi^case 
centre in Loncton^ Wsfi we 9«e 
Eslhef Rentier tryiog to a*idfl 
sdme gem^ from Matthcrw Smith 
tor pkKing up the Best Jumpef 
award, S&b Coe shaking paw^ 
with the Piman for winning ai 
Otymp^mania Of Teny Wogan 
qonprirtulaiing Chns Ur QLihail tor 
hflvEig becked the besi fi u nch in 
htoCKv? 

But while ptans for ne^t year s 
m«| evefi^ jo aJwadp the CTA 
[CofniHiter jT^Se ^isociaiion) 
m rated Rod Cousetii of 
OuWwIvt "Per&c'fi Of ihe Year." 
Rod received the award pr^manty 
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a^nwflre co-ordlrwlor Pau* W*» 



Pttar Jolitfl* - w* pfoflremrntf 



because or his work in pronn^lJi>9 
ttiie UK software industry. En his 
capecFty as vice-chairman oi 
GOSH (Guild of SoHware 
Hoi^^es), Rod has been actrve 
Ihfougtouf 1 983 in his efforts to 
fight tape piracy and proEecl 
consumers inieresEs. On a n^ire 
serious note, feydging by our 



Jet Set Willy in 
Multipie Deaths 

Weha^ t^fO( 

enqLnri^._ :. ,,; ; . ,....,A0 &sking why 
(heir Jet Set Wdty programs have 
behaved cxkli^y In fad ihere is rio 
real problefn and the program has 
not crashed when you siKidenly 
tone all rhose valuable ^<ves at one 
go. Unlpke Mantc Miner. Jet Set 



Sates Mu'iagar. has had a btisy 
Sme receni^y what with ihe rush 
ovef Je^ SeJ Wilfy. Mow he has 
had lo look tnio ThfustB and RtfSh 
Off. both advettssed as t6K 
garnes It would appear that they 
wme 1 e« moept mal siMnewhere 
an odd byte hm CnefM in and made 
It impoeatUe Co Iwd either ga me 
kntQ e 1 0K Spectrum. The C RASH 
technical depaiment hmered 
RAWFTOP on OTO ol our «K 
Spectnjms lo simulate a 1 6K 
Specmim end tried loading, 
wlthoiil luck. Colin Stokes was 
very prompt m nnging i>ack loiiy 
that 1 1 appeared lo be the ^m^ 
and ihai Software Prpiecis would 
be Changing the cassette miays as 
soon as possible Of coyrsetNs 



) 

i 




W% IS more ot an a^cacfe 
ad)if&t^ture with mnt^m e^ments 
bu^ in, ob/eci5 and ftazafc^s m^y 
ttxyrw BfQund. The ^vofst ot)stBCie 
ts B viSii to ttfe AttiC. Vourvery 
presefiCB mens i*^ cause s cham 
reecrto?^lfi9 ChBpef The four 
guardi&n^ from Ihe^ wt^go m tfie 
Ktfchen, WmtotKitchm, 
Cuckoos N&st entf rrte E^st WaH 
Base, making s/Ksrf cuts thrungh 
mem impo$Si^ as ycu wiH 
^ncounfer mt&nt tfeatf? wheft 
enfermg the rooms . 

Software Pfo)ecie. however, 
have oflered an apology over the 
fact ihal Ihe program require?? 
reloading at the end ol the game 
after visiting Ihe Atlic This as dye 
lo the oompie jcjty of the game and 
the sheer size of ihe program 
need^ toger^rate Ihe 60 
screens. 

Software Project's Colin ^ohM. 
who recently lomed the company 
having left Imagine, where he was 



has or^ been a proWem for 1 6K 
Spectrum ownar^. 



1 




Colin Stokes 



I 



pc^ra of Rod from the last issue. 
It looks as though he's atso aiming 
io ptck up Ihe Bward next year tor 
Best Dressed Person of the 
Year. 





Rod Cousens 



More Forest 



ir you mve beon wandf^nng (Of 

AibmMm'i ForMt. yti^u may 
have wandered oH ihe &d9© ol 
fna^pped terf itofy or even 
woftdered about iJw beyomf Ndw 
a deiailed map is available loi ihe 
mijch ffiore complex lores! i^hic^i 
itefi sofi^ewheie m ih^e pfograrn 
The n^Tfr feffhlOFy is as diflereni 
(fom itie Tifs! as chalk is frcmi 
ehfees« Giani (jofds and takes 
tove appeared and steep- &ided 
valleys, arid even a snfiaH wooctect 
island I n the middle of the largest 
ial(e This scenery m more like inai 
lamid m Scandtnavia. the homi& or 
itiesporiotofi^ftie^ring Lik^F^ie 
J^bfes/ map. fhe Complex Forest 
map IS a 1 1 0OOO acate with bm 
contours arid has a 1 2-potnt 
onenleefing course read>^ 
marked 

An amaziiw faci aboui the 
program Thefor^f isihal 5.600 
square kilomeicf ^s ol tw^tOiry 
have bean f ^tt^d into the 48K 
iflfiffiory The existing Fofesl map. 
wHjch corhes wil h ihe program , 
covef s only two square 
kitometers Similarly. Ihenewty 
published map of Iho complex 
forest covers anolher two square 
k^K^mietrej^ So ihere s siiii pleniy 
left tor the intrepid explorer to do - 
and *^ho Knows, maybe ihere'^ 
some lorgpollen Inbe tosl 
spintwtiere m iho^ b^ank 
kitome ires' 

The r>ew map is available only 
by mail order trom Phipps 
Atioctatei, 172 Kingston Road. 
Ewell. Suwmy: (H-3B30IS3. arxl 
cofits 85 pence. The Fowsi 
prcigiam and basic r^apcosta 
£& &5 from computer shops 
anywhere and CRASH Marl 
Order 



Slonked Out 



Fuflfier ateng the Mersey Imagine 
seem to ^avo stiiK been hsvlng 
ijoobte with their Q^rrm Sfofifce^s. 
which cr«9he& a'i^m a fe^ minutes' 
play This was said to be a fault on 
soiTie of ihe f ir$i batcii beck from 
dudicabon. but iater batches atlH 
suffered with the proUem 
Imitfne have lold us that the hnch 
has Been puf rt^< bui, once 
agajfi, ctjr last batch ol tapes still 
Seemed reluclani lo Stonk Ibr 
more than a few minutes. Imagir>e 
wii^ of course, replace any faulty 
tapes, so if you are having 
prodtems we suggest you send 
them back. Obviously lots Ol 
games are working f»ne, howevef, 
94 Ston^e^ now stands at 28 in 
Ihe CRASH HOTLINE. 



Playing the Game 

Fo* all ajdveniurers who preler lo 
remnin in To^kions Middle Earth 
rvther than com^ up to the tete 
nineteenlh century ol SJhorio€k 
Homes or the eariy tweniieth ol 
Mugsf^ Milboume House have 
pubilaMd a raw book called A 
Gukje tt3 Rayjne the HobUi 




*«l; . 




MIennt m etwifi from ehee»» - tt» nw* Coifiplw For«i rrap. 



The HoiMl winner erf the 
Qolden Joystick Awaid for 
Strategy Game ol the Vear 19B3. 
la still regarded by EhousarHis as 
or>e of Ihe besi evef advenhjreft, 
but tt^ complexttiea o< the game 
have batfied as m&ny Now with 
this book, claim Melbourne 
Hoti^e. anyone IrDm t>eginnaf to- 
advanced adventurer wHI be able 
to improve their undefstanding ol 
ihe game. 

A Guide to Piaying the Ho^^rf i$ 
divided into three sections The 
first aims to give a gioad outtins 
as to general strategies and 
tactics invoh/ed, whSe secttom 



two aJK] Ihree ghfe an Inereaaifig 
arnoynt of guidance ol»wfng moe 
detailed soTut^on^ to pnpUemaihe 
player may encounter The book 
has been wntten m suctl a way, 
however, that jt shouW not spoti 
the fyn and chaJlenge of the 
adventure i! does riot supply the 
50lylion to The Hobbtt - i$ onl^ 
offers one of many possib^kues 

A Gufde rp Playing ffte Hotybit ts 
wntten b^ David Eftart and costs 
£3.95 It IS available from most 
good bookshops^ 




wm 
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Game Keeper for the 
Autumn 

The Game Keeper, Birmingham'a 
largest computof ^Jtwaie ■ 
stockist, has decided to pull out of 
the hardwane market and restrict 
ii^ri to software arid accessories. 
The reason given for this dectsion 
Ls the totaUy inadedquate supply 
of computefs trom manuf acturers 
in BrMain. making it financially r>ol 
worth while to sett maior tines. In a 
sharp rebyke. Tony Noble, Game 
Keeper" s managing director, says^ 
It IS ironic that in a time when 
Cirve Sirnciair ks announcing to Ihe 
Press that computer dealers me 
unable Xq dosai with volume sales 
that Tile Game Kee;^f has had to 
Sitop s^tlr^g conrmtners becai»e 
DOffvanies like Sindafr have 
supplied zero stock this year The 
Game Keeper r>eeds to obtain 
units m excess ol 500 compuiera 
a week trom manufacturers arxJ 
[he manufacturers are totally 
unat^le to supply m such vOlurtw/ 

The Game Keeper has Ihree 
shops in Birmingham arid one \n 
C€^en^ Now they are planning 
to open a network of soltware 
speciaJJst outlels stocking garner 
for Speciirum, Commodore and 
BBC computers. At ihe same time 
^me 1 5 Iteelance wrtters are 
preparing new software titles for 
venous macines lo be released in 
Ihe autumn under The Game 
Keeper software (itie. 




^^AT^^ 



Splat Mats 



InMfitlve Software Ltd have 
come up With Ihe ^deal penph&ral 
for yoiir Spectrum - something on 
whch to Stand thai glass o! beer. 
Coke Or mug of Eea. It's a Splat 
Mat/ For owners oi the game 
SpAaf ^ Ihe device printed on the 
centre of the beer ma! will be 
famdiar For those sadly 
uninitiated Spiattentes, rt probably 
just looks tike the thing its 
supposed 10 stop! 

^>lai Mats are available frotn 
tncenlive Software at &4 London 
Sfreei, Reading RGi 4SO.and 
they re free on request with a 
Stamped addressed enveiope, 
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Cabto Iri1*raclive Erfrrvices 
KJtS), a dt'vmcm of Britith 
TilicPfTwi. hias won im fir^t 
C0rilr9cr to supply TV video 
gime^ lo a UK c^om operatof 
The contract is *ilh R#dlffuik>n 
and IS for the CIS Gim««1«r 
■«fv4c« Up !o one mLHiOf^ homes 
on Radtff uskMi rwitworKB 
throughoul the oountry wiH be ^e 
IP access Gamester, startirig this 
summer. 

Cu^torrwt subic^ibe to 
Gainoslar and rece^ « N>me 
larmiriAl allowing ih«m (o bad 
tetoaDfltware do^n a cabto ai^ 
hftve ariv numbef of piays of a 
game the aast cs E9 95 a mor^th 
And h:^ ^is you roc^v^ hardware 
consisting 0^ « 48K Spedrum wi^ 
an add on box mMding ^oysUdt 
faciliUes. Th« blick box, with Its 
Gameslaf towH 9Hs neatly 
mJwTi«aih the Spedfum. 
C9finiect5 to ihe tompyitsf and 
Inlertaces with the c«bte $y$lfifn. it 
cwtairm an ampl&td apestor . to 



JoyvUclt. 9y courttair of BifUeh 1 



get ai outd the Spedruf^'i 
aby&maf lack of sound. A joystkA 
wiEl W iixlucled as slarbdard The 
WacK bojn contains enough 
memory to oh^ a ' welcome ' wf^en 
sw^ched on and download a 
menu of ganries on Mm: 

Gamealar wttoMar a inta of up 
to SO games, ranging from n^eade 
Ihf ough to adventure and 
educational games, and it wilF be 
repliiDlng five every monih. Most 
games ar^ envisaged as being 
supplied by eslabltshe<l existing 
sothvare houBBa, altiicxjgh there 
wiH be scope lor new fiofiwane, 
espedafiy as the system grov^. M 
any lime, ol couse. the Spectrum 
may be use<i m the mof m^i way tor 
playir^ games or computing 

in addiijon lo th^ $eiv»ce. 
siibscribef 9 wiil al$o receive a 



boi mnd 



monthfy newstotter m^«irine 
givin9 details of currem and 
'^^^t^^^oming pri^ram^ as well as 
oftaring sybscrimra the 
oppoiigaity to aJr their views on 
the games. Ar^as iifcefy to to oMa 
to reoeh« the Gam^^a^ ieivloe 
are: Bajrgoed,/Penytxvri. Baitowp 
Basildon, Bri^^torVHove. Bhstol, 
Bumley, Dartir^on. Deal. Dover. 
E3«eier, Folkestone. Gnmstoyr 
Notiingham. Oxtord Piymojm. 
Ponad^we'. Reading, Rhondda. 
Rorherham, Southampton. South 
Tynearte. Stockton (indyding 
Bdhigham). Stoken^n Trem. 
Swansea, additions: Hartlepodt, 
Hyii, Lancaster/Kendal, 
MaidsEone. ManafieW, MwbrtdQe, 
iNewpon. Mewcarte«upon-1Viw, 
Norww::^, Wirral MBC, 
Wolverhampton. Woroeslar 



New Interface 

Ram Eteclronici the games 
hardware ^m^iifeiste. hive added 
m& Rim Tuftai rndti-purpose 
inl&rlacc^ to tt$ langc* ^f Spectrum 
compaiibie products Theobied 
of the new inteffac^. which plygi 
straight into arvy Spectrum, j$ lo 
provide i^ user wfti a WKte 
varteiy ot ^nieHaom. Wtiie tape 
software remains an option, 
games playsfs may now lake 
advaniago of ROM carfridige 
sQfrware a n d c o n f mc i t he 
Mictodfjve and ctfiar p^^r iphente 
via itm lull enpansiofi port ai the 
rear ol the unit Kempston and 
Proiek proiQcote are supported by 
ih^ Ram Turbo as well as rhe 
rap#d fffe Ouickshol Jl 

A txjilt-in ^lety i^evee stops 
\^ LJSDf trom caupng expensive 
damage to the^^oftiputer as Ihie 
poiwf cable to the Spectrum can 
only be connected atier Ihe 
mi ertace ts im place 

Ram Etecfronir s lochnicat 
director. Maflin Stwebridge. 
says. Tectwiically it s m^iles ahead 
of an/ corrtperiliors but il may bQ 
I he 24 -hour d^espalch that luf ns 

iT lo bo rts btggest selling ponnl 

T lie Ram Tyrbo cosls 1122 95 
un mail order plus £\ lor postage 
and packing (£3 pp lor overseas), 
and PS avdikble Irom Ram 
EN?ctronics |Fleel)Lld. tOS Fleet 
Road. Fteet, Harris 




Chris Joins Ocean « 



-'"<5 was Tfrsf 









j-f "»pm©f,f ff- "• '"Tier, - - - 
^^^tjctijx"^ (bairns X. 










SEIDDAB EXPANSION :^:ft:*::ic*:fc:|c3K**:f:*** 



Creators qF the infemal Seiddab, 
HMnon ContuKaiiitt, Mftva luirt 
moved into now ^ofnliM in 
AfaiogctonJt hs 2.000 sqiivv toer. 
spK8 «nough for offtow* «how 
foom and wareNgyslnQ. Vm movo 
rias gnawed them to *ristai and 
run ^ large duplicaiiDn facility But 
as impomintl;^, rl v^HI now allo^ 
them to doutm ih^if $iaK AJreody 
they are recmiiing two in house 
pn>bramimers for games Hfii$hing 
indbofiver^aon The company s 
growth has aJ^ been helped by 
Hie wnling laicpnl^ ol ArKJrew 
HMrion whOM book {wntteni in 
conjurK^lion with John Hardman) 
40 BbsI Machine Codi^ RouVobs 
for the ZX Spectrum . recently won 
H>e CTA award for the best book 
published in isas. 
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- th« S»kldite in p«r«ork. 
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Andrew Hvwion 




TO THE STARS! 



Birmingham, generally lagging 
behinoMandiesier and Liverpool 
tor games p«mmming. ts now 
nmking a sterling eHon to catch 
yp. Brand new company 
Gargoyle Garn«a, has launch^ 
Js !irsl garne lor i w 4BK 
Spectrum l^s called Ad Astrs (to 
lt^ stars}, and is a 30 shoot em 
up like you ve never seen tsefo^e 
Tne 3D pefSpecli>^ v\&w is qiiile 
astonishing - see the review m 
this issue. 

Programs authors Greg Follie 
ar>c" Roy Cirter haw a 



background nol on^y in 
programrnirig, bul also m art, and 
the graphics quatily ol the new 
garne certainly poinis to Iheir 
irtisNc abilittes. They are now 
working hard on ttie Second 
release whteh tms a lenlativa tiUt? 
of AfBbesQue. bm says Greg, this 
wiU probably b^ ^tmn^ Mbre 
the gani« is availai>le H w)H be an 
arcade style adventure and 
teatures a warrior sixty-f our pixels 
high. The game employs full film 
lecfifiiqu^s lo achieve Ihe 
wimalion e^Hects, techniques 
wtik^h can al^o be se«n to good 
effect in i^dA^rra. 



i I Otv^ Wtrcl inii John Woodi of Ochh 




COMPUTER 
GAMES ON 
VIDEO 

It was the psychedelic 
communications guru of the late 
Sixtie^i'earty Seventies. Marshall 
McLuhan, who proclaimed the 
book and written word dead m 
favour ot tetevisk^n. He was 
proteljly aware that the cenuat 
WMhness of his argumem was 
I he fact that aN his arguments 
were presented m books! Twenty 
y«ws laier books and magazines 
are stM tie pnmary source of 
kncwledge, eipeaaly in apaciaW 
fje^s UKe oomptJlwa, We have, of 
oouraOf aeen msQadnes 
pr^&senfed as computer programs, 
sold tn cassette form, but lo dale 
teEevision as siich hflit beftn 
f omarKably untntaiwied in 
computer games Cerrtral 
Television's Mbwc Mic^o 
Mfsston was the Tirst programme 
which actually examined the 
phenomenon, but now VoftcahJre 
TV have announced shai they are 
soon re<:ordir^ a series called The 
Game , which wih be screened 
kx;atly . and then. Hf M proves 
suoces^luj, wilf be netWorked 
later. The Game is not a 
programme about compuier 
games but is m itself a oorr^puter 
game us^ng a live TV audience . 
guest ceiebrrties and a devar mix of 
vkJgo and compuier game 
techrnqtms. 

Al the lime of wnling, Yorkshire 
TV are Peking adventuren arcade 

ages wmiki itw Yoft^ra area. 
Auditions am being hi^ld lo see 
whathef iM entrants are up to 
scratch, and the reaity n^mbie 
fingered ones will evenlually go 
into ttue stw^o to record the 
programmes 

Another departure is TV 
Choice s new video cassette , Thm 
Wofid's Gf&awst CoinfM^f 
Ganws. Claimed to be the 
fir^t-e^er Srijash video devoted to 
compuier garner wftwarer th& 
video IS 30 minutes king and piifts 
together, a collection dr the 
highest quality and mcsl 
mind'tx>ggfing computer gameSp 
shows you how to play them arvl 
higtihghts their imaginative 
features.' 

Twenty-ono games are 
featuredv m\h Chris Tarrant d 
Ttewfls. OTT and TVam farrie, 
hosting I be programme. TJw tape 
starts and ends with 
advertisements trom som^ ol Ihe 
major companies i.n ityi t>y^ness, 
arid covers games for ihe 
Commodore 64, Orjc Atnx*S, 
BBC, Atan computer and VC3, 
snd the ZX Spectrum, which Mr 
Tariani refers 10 rather quapntly as 
the 'Zed-e« Amorig the Spectrum 
garnes, weii-kJiown pi ogams HMi 
V^m^it^, &»ck OysM and Jar 
Ser Wikf if* VMtund 

Execute producer Norman 
Thomas says, Whtie thera are 
some very ^ood games around, 
the va^t m^jortiy ol Ihe products si 
ihe mo4nent on the mafket are 
absoiuEe rybbish Thts video wHi 
dtrect the consumer lo the best 
games they can buy. H win aMow 
Etiem to sample U^ games before 
[hey pad syitn their money/ 
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Multiplayer 



After the big hoo-haa of its (ntroduction 
last autumn very little has been h^ard of 
the Mtcrodnve and its ZK interface l 
Either ttie Speclrum own^s who have 
ordered this unit are wailing in stoic sil- 
ence for Ibe high-speed' random 
access (or random delivery?) unit to 
drop through the letterbOK or they 
already are m po&sesston o1 the very 
ume and are treating ii with the same 
interest and enthusiasm befiiling the old 
and dusty ZXat hanging above the firep- 
lace. 




Either vi^ay, it does appear rather odd 
(hat neither Press nor software houses 
are not IranticaSly buzzing with news ot 
applicatior^ programs beneliling from 
Htm exceHent specif icabons of the 
machine. The Spot the firsl Microdrive 
cartridge-based games software adve^-^ 
lisement competition has yet, to my 
knowledge, to be won Considering the 
usual garganluan detay between ads 
and the availability of the product this 
really means thai f>o Microdrive- based 
games software is to appear before 
summertime , . . 

Having just received by miracle a rare 
species by Ibe name or Microdrive on 
losn Irom the very source and creator ot 
ZX wonders (to be relumed within two 
weeks - coufd this really be the one arri 
only working unit on its Ulyssean travels 




to far and distant magazines?) CRASH 
has Ihs opportunrty to discover the 
untapped resources contairied within 
the Microdrive and the ZX interlace 1 
and with luck avoid the temptation of 
launching the tirsi Microdrive User sup- 
plement (what an oriqinal idea!). 

At first the main function of the ZX 
interface i becomes obvious: this unit 
pfov^des the roue games player with a 
wonderfully tiited Keyboard position arxj 
allows a lar superior keyboard control 
for those multinjigit arcade games. 

But what of the S3de-e<fects? Well, 
three cannily hidden benefits have been 
spotted and will be discussed m detml 

Megastorage 

Keen programmers appreciate LOAD 
and SAVE wart times as being the mo^t 
creative pauses in the pro9rammiin9 
process, but many games players could 
do without this bortrig inlerlude- The 
Spectrum may t^ave improved loading 
times by a factor of four over the ZX81, 
but this IS annihjiated by the vast mem- 
ory size of the 4aK Spectnim. The Mic- 
rodrive sounds like ihe remedy to this 
problem. Just download your cassette- 
based games sottware into the Microd- 
rive cartridge arnl you have instant 
access to your games library. 

But wait, this proves to be a nig hi- 
mare- The games software consists oi 
pyre machine code m 9S% ol cases and 
once loaded it is practically imposssble 
to return 1o Spectrum BASIC for the Mic- 
rodhve save commands. The idea 
proves to be imposs i bl e u n tess you a re a 
whiizz kid and can mierrupt and disas- 
semble the garr^es machine code, 
locate the start position in memofy and 
download the dtssecled code into Mic- 
rodnve data fiies. You will then still have 
problems with autostart and pos^^bly 
you may even have to relocate code 
which may have been originally m the 
Microdrive systems va^^able and MAPS 
area ol the memory Obviously the f^ic- 
rodnve is not the soJution to this prob* 
fern. 
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We take a look at ttie tabled, legendary MJcroitrive 



There is however another advantage. 
The cartridge tape conains a minsmum 
o( 85K bytes and whiz20s round in less 
than eight seconds. Given the fad thai 
the operating system has to locate Ihe 
tile to be loaded, the average access 
lime may vary from one to eight seconds 
depending on the position and length of 
the He on lape. Compared to an aver- 
age load lime o1 four minutes (or a 25K 
games program on cassette, the Mic- 
rodrive constitutes a 30'fold feduciion of 
wait lime and you can wave goobye to 
the usual tea-break at thjs point. The 
Microdrive js a random access storage 
system - forget about rewirdmg and 
locatir^ prograrrr starts, The cartridge 
contains an endless loop of tape and the 
Opera ling system, which is an extension 
of the Sinclair BASIC, wiH control the 
Microdriive and will guarantee a Com- 
plete revolution of the cartrictge tape for 
every access. During this revolutiDn it 
will look for the ttte selected or for the 
clear tape area required for the load or 
save fur>ction and perform the LOAD or 
SAVE automatically. Once completed, it 
will have positioned the tape ready for 
the neit access. 

This really opens up new country for 
epic ventures Imagine popular adven- 
tures such as The Hobbit or Vathalfa, 
ihen extend the number of toations by a 
lactor of say 1 or 20 and you wil I soon 
see that your chance of getting lost for- 
ever in adventureland increases alartn- 
ingly . 

The pf inciple wllh which this can be 
achieved is similar to the e^cihng paper- 
back adventure Tho Warhck of Firetap 
Mountain from Penguin Your choice o1 
action will dictate which page number 
you Well have to continue on and similarly 
the same appiies with the Microdrive 
Substitute the page number with data 
fites and depending on your action m 
combination with various other condi- 
Ikms. such as objects earned, energy 
tevel, past history, etc. the program will 
toad the appropriate data files, which 
can coniairt new local tons, new charac- 
ters or new conditions 

If the idea of such a rnammoth adven- 
ture scares you. ^ust ihmk of the poor 
programmer, who is now laced with the 
agony of writing machine code prog- 



rams in excess of 100 Kbytes. No doubt 
adventure games writers are at th^s v^ry 
moment labouring away frantacaily at 
iheir first microdnve epics and we will 
see some results in the near future. The 
key to a successful approach will not 
only lie in the quantity of locations, but in 
the mtncacy Of the path of actions and 
events which should hide the in-built 
linearity and limitation of access to the 
various data bases, in other words, the 
epic should not result in a series of self- 
contained su bad ventures, but should 
appear as a smoothly flowirtg saga. 

LOCAL NETWORKING 

A g real many people consider the com- 
puter to be a deadly social enemy which 
can turn the entire population into 
bleary-eyed non-communicating 

morons living within the confined of their 
own computer system. A network sys- 
tem goes a long way towards bringing 
people back to cx^ntact with each other 
by allowing one antt-social computer 
user to communicate with another It 
helps them to piay friendly chess 
matches over long distance wrthout 
coming to blows wrlh each other or to 
play Battleships without being abte to 
peek at the opponenls secret ^ip posi- 
tions. It also ailows the sharing of 
expensive data bases and up tondate 
news Items. 

The X Interface 1 in conjunction with 
the extended BASIC sets up a iocal area 
network, and by local th^s reaHy means a 
user-group within the confines of a 
room Now obviously this limits the 
range of applications. Chess and other 
board games may well be ptayed in their 
original version without the computer at 
this dose range: you would hardly think 
of communicatmg wtth another person 
in the same room via telephone when 
the person can be approached directly 

This really only leaves multi player 
simulation games as a useful appiica- 
Eion, where each screen simulates the 
cockpit or battle-station of the individual 
player, the computer pfoviding the 




realistic backdrop of the game, Protek 
here are showirig an enterprising spirit 
with their two-player version of Hunter 
KiHer Obviously the nelwork will prove 
useful for school classes where the 
teacher may set up a local network with 
ihepupi[s Apart from downloading f^as- 
ter programs he will be able to hold con- 
versions through Ihe dm of the clas- 
sroom. , , , 

SERIAL TRANSMISStON 

Another communications option is the 
serial interface RS232 This proves use- 
ful for connecting up periphera(s such as 
printers^ plotters and modems. If your 
Sinclair printer has developed disle^Oa 
and pr^ns out gart)1ed and rarKlom pbeel 
messages, doesn't feed the paper and 
saves paper cost by pnnting listings all 
on the same line, then you might con- 
sider upgrading your print -ouls by pur- 
chasing an inexpensive dot matrijt or let- 
ter quality daisywheel printer. The inter- 
face provides two channels. The text 
channel t is used to send the text or 
listing to the printer, The binary channel 
b' will transmit binary control codes to 
the printer for doubie width, double 
Strike, condensed italic printing, etc Any 
standard baud rate between SO artd 
19,200 may be set up. so this stx)uld 
accommodate any peripheral. 

A V21 modem may be connected up 
to the serial interlace and access gained 
to remote computer owners vja normal 
telephone lines. The modem converts 
tile seriat data stream into a phone line 
compatibfe frequency shift signal An 
audio coupfer may be used so that the 
Iransmission can occur through the 
speaker and mouthpiece of a conven- 
tbnal phone. The Spectrum can also t>6 
txjoked up to another computer with a 
serial interlace A good knowledge o1 
txith systems and necessary protocols 
IS required, 

EPIC LOGUE 

Certainly the most exciting aspect of the 
ZX mtertace 1 ss the cheap and fast mic- 
rodnve storage systems, which operts 
up a whole new world of adventure and 
possibly arcade games II will be inlef- 
esting to see what pnce level wtti be set 
for Microdrive cadrk)tge software. 
Franco Frey 
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The iJique TLfbo rrterface fnxn Ram 0ves you al these 
feahifes - and more - jn one unit 
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The Quill 

Producer: GIlMft 
Memory required: 48K 
Retail price: £14.95 
Language: machine code 

Uttlily reviews tend to be wrrt- 
len by people who know what 
they are taikin-g about, the sort 
o1 tec^n^cal wizard who can lell 
you where RAMTOP starts 
and RAMBOTTOM endSt end 
what to do wtth your UDGs in 
between. This rnakes a loi of 
sense in almc^t every case, 
even In this particular case, as 
long as the reader likes to know 
what makes a utilrty tick But 
Gilaoft^i ThB Ouilt program is 
really faf more Fundamental 
than the average utility. The 
very choice Of its name is indi- 
cative of its use tt is a whting 
OBily. very much the pen and 
ink to ttie adventurer s paper. 
Consequently, the success ol 
this utility depends much less 
on knowing how antf why il 
works than itw lact thai ii does, 
so in this case a review writtefi 
by someone who wouldn't 
know a RAM from a TOP 
makes some sense. 

What is esseniiaJ to using 
Th0 Ouilt is care, concentration 
and a devek)ped sense ot 
k)gic. To a person who has had 
evert mintmal experience of 
SfMdrum BASIC, i e that 
gained from the cursory glance 
through the computer's man- 
ual, itie language used by thbs 
editor makes immediate 
sense; morevef, it makes 
sense in a straightlorward way. 
The result is a utility which wii 
allow anyone 10 wnte an 
adventure with surprisingly 
large scope and eventually nm 
the program quite indepen- 
dently ot 77ie Oufff ftsetf Naiur^ 
alty. this leads to the thought of 
perhaps marketing that prog- 
ram. and Gilsoft have no ob^ec- 
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Uon 1o that as bng qb you give 
them a credit in the pfogfafn. 

ThB OuiH is accompanied by 
a cOfnpreh0iiSJve booklet, m a$ 
mych as it lakes you through 
the stages of eoostruclirig a 
small adveniura basted on ssx 
tocaiJons Despite ii$ s^ze, this 
m syff^ient to get acioss soma 
quite sophisticated ideas, 
although as ^oon as you start 
to try and write your own, you 
wilt fK) doubt c<jme awoss 
some problems wi aitswered 
easily in the first part o1 the 
manuaJ. 

In brief, after ioading is com- 

eete you are presented with a 
rge nnenu, the important 
optionQ as far as this review is 
co#icemed are' 

Voc«bulttry 
MeaaagetiKt 
Location text 
ItomnMfit tabl« 
ObjfMt table 
Ob|#ct start location 
Event table 
Status table 
TmA adventure 
Byte» spare 
Objects coftveyalsll 
Permanent coloun 
Reiurn to BASIC 

A to! of ihe options are insiantly 
obvious, birt the Fmportanl 
functions are ateo far from 
dear . Vocabulary takes you lo 
a sub-menu and allows you to 
Insert all the words you will 
^ant the computer to under- 
atand. £ach word is given a 
nunTiber, Words may be 
enlerad, detetod or the antire 
Ust pnnied on screen for cl^eck- 
ing< or synonyms of a word 
pmtted if they ex^st in the voc- 
abulary aa ready. The program 
comes with the most important 
adventure words already ^n the 
vocabulary, like North. South, 
etc. 

Location text is another 
sub-menij. Your first action ts 
to Amend a teicl smce The Quiil 
comes with loatbn (every- 
thing IS numbered from zero) 
already wnflen in Selecting A 
brings rt to view, where it may 
be deleted and rewritten to suit 
your adventure. From then on 
pressing Insert results in a line 
attfw top saytng, Location 1/ 
etc. When all ihe terfs are wnl- 
tefi and entered, the Obifct 
Teart may be seltGlid. TTia 
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become apparent as you go 
along Bui Gil toft are only too 
happy to heip you out if you 
should get seriously stuck with 
a problem. 

The Outfl opens up a huge 
area of complex programming 
lo thousands of people. M 
might be thought that this 
single program would rum the 
market for the commercial 
software houses selhng adven- 
ture games, but I dont think 
that is at all frkely. After all. 
thousands, millior^s. of people 
own typewnters, but how many 
of Ihem wnie novels? The most 
cntfcial element that you can't 
buy in with The OuitI is imagina- 
tion and actual writing ability of 
the literary kind Even if you are 
not thinkirig of wntir^ adverv 
iufes in order to market them. 
The Ouitf IS a masslve^y worth- 



lists all the objects ^h«ch may 
be mantputated in tile adven- 
ture and gives them arr object 
number. They must t>e in the 
vocabulary, of course Object 
Stan Location is self evident 
Every numbered object must 
now be entered so that it 
already exists in the location m 
which it will first tse found. This 
ts done tn the form of '3 4" (obj 3 
whatever it may be in location 
4, whatever thai is)- Obiecis 
such as keys hidden in oraw- 
ers are entered as not ere- 
aled.' Similarty obfects worn or 
earned have a special code to 
denote ihis I act 

The Movement table is very 
imponani Hm^ iho directions 
which may tje taken from any 
k>cation to any ottier k^cation 
are entered. Again, usir^g this 
pari of the editor is simplicity 
itself and onfy requires some 
careful ttiought in terms of the 
actual game rather thaf) ttie 
program. If from tocation 1 you 
can go north to location 2 and 
w^st to location 6 this would be 
emefedast N2W6. 

The heart of the editor is the 
Event table, and it » here that 
the most complex work is 
unclartakefi^ This controls the 
Invwitocy and recall or rede- 
schbe functions; here you may 
ael up conditions that will atlow 
cA^ecIs to be peeked yp, 
owned . dwedp switc had on or 
off. and InhbWons may be 
placed in the database which 
only allow certain actions to 
take place at specific times 
and/or locations. One of the 
great flexibilities of The Quiti 
comes with tt>e flag system 
used in the Event lable. Flags 
can be set up to inform the 
computer ttiat particular 
actiorts have taken prface or not 
and can be used for soohng, 
inhil>iting actbns until coml- 
tions are correct, making 
rooms light or dark if certain 
a>nditions are rKil met, caus- 
ing messages to appear, and 
soon 

Messages are created in tfie 
MeeMge text, like rm hun- 
gry j Im dyifig at starvatfon 
fm deed.'* The messages are 
entered and numbered so that 
they can be called up when 
require. 

At all po*nts the adventure 
rrmy be tested to check that 
things are hapf^ning as they 
shoukj. When ttiey do not, you 
begin id realiw anothec point 
in the fogic of using The QuitI - 
i the order m which entries relat- 
ing to an action are made in the 
Ev«nt table. 

ft would take up far too much 
spaoe to go into any turlhef 
detail here, and ttie booklet 
accompanying the program is 
very good despite a very few 
shortcomings which may 
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White investment since it Is one 
of the few programs for the 
Spectrum on the marKet which 
will give lastir>g satisfaction 
and arouse the creative urge^ 
At £t4 95 It is almost ludicr- 
ously underpricod for what it 
doea and. mo^B importantly, 
what It atows others to do. 

Already, a numt)er of adven- 
tures are available which have 
been written with the ai<l of The 
OuHt, a recent notabie b&inq 
the engaging and mfunating 
Denis Through The Dnnking 
Glass by Applleellont But 
Giisott themselves are rH>w 
marketing a range o1 adven- 
tures written try severai 
authors who have used The 
ftrfj, under t he u mdrei i a na rT>e 
of The Gold Colfection. We 
take a look at some of them 
now Uoyd Uangram 
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Africa Gardens 



Producer: Qilsoft 
Memory requir&d: 4ltK 
Retail price: £5-85 
Language: machine code 
Author; Tom Davj#« 

UrKtef the generaf hading of 
The Goki Col lectin, Atma 
QmiBns is one Df Giteoft's new 
adventure g^nrns whidi has 
been written with The Quill 
idvtnlure ^Hling utility. While 
the gama foads. ihere is a very 
detailed title' page tQ admire « 
showifig a low wall. Lopped 
wtth luxuriant folJage and splfi 
by a large stairway leadir^g up 
to (he coloniahlooking man- 
eton which lops the hill A 
|)oard in the garden says, 
Afhca Gardens Hetei. 

After a long journey you find 
TOufself standing outside the 
faded Victorian guest house 
underacDkt, wintry sky Even- 

a I to dosing in with misty rain 
6\ng rts eenfy swirling touch 
to ttie Hannmer horror fitm-Nke 
scene-setter. You are totd^ Mr 
RotMnson insisls on your evefy 
oomfon in the hope rhat you 
will extend your slay Indeed, 
Mr Rot^inson hopes that you 
may be amof^gst his many 
guests who feel tt>ey can never 
&ave/ 

With this chiliing formal cour- 
tesy, the player is led into a 
deceptively quiet, elegant and 
respectable manShion redolent 
of past guests arvd their com- 
forlabte stays. The mechanfcs 
erf the game are what we are 
used to You can get objfects. 
drop them and speii thtm. 
which releases any latent mag- 
ical powers or breaks other 
spells. Softie objects may hefp, 
Others may hirKter or noi tie 
raeded until laier - and as yet 
unknown - locatior^s. Aiaca 
Garden^ uses the Quitl's in- 
built objeds convey able figure, 
whK:h means you may only 
carry four at a time. A lit candte 
may be a boon for ihts muflcy 
hotel's upper reaches, and to 
have the Book of Spetis is 
sheer mag^:: (power to your 
I elbow). Needtess to say, A/f/ca 



Gardens has its very own sec- 
ret room, a tew priest- hotes 
arrd its hidden treasure Jhat is 
very well hidden! Uniike many 
hotels, this one has only orte 
exit, and the inanaQement sin- 
cerely hop© you doni get to 
use iff 

Although very lafgety text 
only, the author has dropped 
into a few sudden graphics 
here and there. 



CRmCISM 

Quilled adventures have an 
instant response to input, so 
there's no waiting around The 
text is very clear, with usable 
objects tagged by coloured 
bars, some of which flash. 
Using Inventory, when you are 
canying four objects, can 
make for a veritaWo fireworks 
display of colours and flashirigl 
Thefe are numerous (ooations 
and a map m an essential, 
especiafiy when you have to 
keep dropping ob^^s in order 
to pick others up You can then 
note on the map where exactly 
you left them The hotels 
rooms ©<^K> with sounds of 
people never quite seen, cigar 
smoke lingers in the air, wann 
lood ^s $till on the dim ng- room 
table - some of it not very nice 
at alt. The descnptions are 
excellent, detailed and dhp^ 
ping with atmosphere. The 
nomal horrors of grammar and 
mis-spelling so common in 
many adventures seem to 
have been winkled out in this 
one, apart from the $p&fshing 
water in the founlain - but 
pertiaps that s a clue ^ 

t think thfs game has thB 
Pesf atmosphere created by 
(he hcBtton descnptions in 
&ny &dventuF& y^i You can Af- 
eraliy picture ttre rooms in your 
minds eye. eyen smefl them. 
So, even- it you never get any- 
where near a SOtu&>n, explor- 
ing the house Is m experience 
m itsetf. And therBS atw&ys 
this nagging feefing ffiat if you 
start again you mfmt just find 
that overiooked atue room that 



wffi make aft ihB difference. It's 
very addiclive. ' 

In mosi adventures some 
fonn of LOOK. SEARCH or 
EXAMINE seems to work, but 
rrat in this one. This leaves you 
bereft of the usuat options for 
discovering more about an 
object or a situation, and foro^ 
you to be even more ir>ger^ious 
than usual It you're a sucker 
for a supernatural challenge 
then a visit to Africa Gardens 
may weft t>e beneficial for your 
health [meaJs apart - tasty- 
looking dishes can make you 
throw up when you discover 
what they rea% are). The pelSn 
(oOk t^an lake against you for no 
apparent reason ^ Despite your 
inabilily to EXAMINE or 
EXPLORE. eKpforalion or the 
house and the gloomy gardens 
with their frestily turned soft 
earth results in descriptions 
that might have come from a 
Dennis Wt^atley novel and 
quitting could well t>e more to 



Barsak the 
Dwarf 

Producer: Gllw>ft 
Memory required: 48K 
Retail price: £5,95 
Language: Macfilnecode 
Author: P & V Napolitano 

SarsaA is another Quilled 
adventure in Gilsofi s Go/d Coh 
lection During and after load- 
ing it says behind the title The 
Early Days^ ^ does this imply 
It's onty the fifSt Of a sehes? 
B&rsak takes us back to the 
hearliand of traditional adven- 
lures. the arKient days of the 
mytholog ical u nde rwortd 

where the dwarves held the 
Nine Treasures. They have 
been lost, and now Barsak 
seeks to recover ihem. To 
complele the game it is neces- 
sary to wear or carry all nine 
treasures and sign the book at 
the end Sfiort instmcttorts 
inform you of some basic facts 
about Qutll adventures, the 
use of verb nouns format and 



do with having to keep 1ookir>g 
over your shoulder while play- 
ing than a f Biluf e to find the oki! 
- and don't lorget, Mr Robin- 
son returns at three . . .' 

COMMENTS 

Response: iristant 
Graph let: simple leKt in 
coloured boxes, some object 
graphics and a few location 
graphics alt insiantty 
generated 

General rvtlng: exceifent. 
addictive and very good value 
for money. 

Use of com p utof BQ% 

Graphics 60% 

PlayabiKty B6% 

Getting started 90% 

AddMlve quatittee 93% 

VbIlm for money 94% 

I Orarill 84% 



Ihe fact thai the comptjier only 
SKamines the first four letters 
of a work, so ttiat there is no 
need to type beyond that 
number, atso that the adven- 
ture can t>e SAVED ai any 
point 

Barsak commervges his 
adventure in a dense fofesi 
wirth only one erit North. This 
leads to a cleahng in whk^h 
starKis a large and rattier run 
down castle. Exits to the 
north -east and north wetland 
up leading right round tta ces^ 
tie in a circle. Leaving the clear- 
ing northwards takes you into 
the castle itself with its numef* 
ous locations in tf)e cuftam 
walls, barracks and keep. 

Useful objects in fh^ te^t- 
only adventure are shown in a 
darker blue. The first major 
problem is to find some food- 
you on]f have 17 turns t>efori 
death sets in through stafva- 
tion. 



cnmcisM 

Of ttie four adventures from 

the Gotd Coftactton, this was 

1 the least interestirrg I thought. 



can't see anything, - 





As it te slricHy text-only, if dtoes 
require more location descrip- 
Bon than is provjded. After aJI, 
playing an adventure like this. 
b a bii ipke reading a book. The 
Adventufef needs !o have his 
appetite whelled. and a sense 
of eK)Cttement buitt up The 
descriptions in BsrsBk are very 
short and to the point and 
reminded rrve a bit of ttvose 
provided in the manual to Tfte 
Qyiil lot Its tiny example adven- 
ture, The limit on surviving 
belore finding food al&o irri- 
tates, not in itself, that would be 
flue if itiere were sutlicieni 
interest to capture the player 
befofe the limit ryrts out. but in 
Bafsak It seems awfully dit- 
Hcuit to get anything done wjth 
wtiai you art ofleced.' 

'Oto trf those bare ed^^en- 
tums which make you wonder 
why th&ym caZ/etf acf^Bnture 
at Bit - travetoguB woutd be a 
battar name. But avan iha 
sights'' don't amount to ve/y 
much , md mara is hardfy any 
thing to do You can't 
EXPLORE. EXAMINE. LOOK 
under or into and th€ closest i 
got to food betore the seven- 
teenth (dying) move was K> t>a 
tmidmg a jar of pickled gher- 
kins which t couidn't smash 
opeirp. even though t was carry - 
mg a trusty baWa axe i^ws 
that tor hgic? Wo doubt some- 
one cfaverer wilf teli me tve 
mi$a0d the point ^om&where, 
but I rnight have tned harder ft 
fdbaan mora gripped by if a//, 

COMMENTS 

Response: instant 
Graphics: text only 
Qemral rating: in this case 
9m ejccaWent impfementation 
seems more due to the 
excellence of The Quill than to 
the game itsetf 

Um of ooniput«r 78% 

Playabillty 43% 

Getting started 54% 

Addictive quaNliea 42% 

Va I u e (or mone y 48% 

Ovefall 53% 



Magic Castle 

Producer: Gllsott 
Meniory required: 48}C 
HetaH price: £5 J5 
Language: machine code 
Author: Graeme Yeandle 

Magic Cattle is one of the ea/- 
liest adventures written with 
The Quill and the game has 
been on the market before the 
advent o1 the Goid Coltectfon. 
it is a rare adventure in that it 
has an incredibly short intro 
storyline. Yoy have to rescue 
the Princess who is imprisoned 
in the Magic Caslte.' Vefy 
mythical! Surely knights ot 
yore like to know at least the 
name of the Distrasaed? 

The program aocepts com- 
mands of verb'rKJun form, 
which m bnefty explained . and 
then its Good l,uck - youll 
r>eed it! Having sakj this, the 
game deposits you at a bernJ in 
a road where you see a pair of 
mittena and a sign saying, 
^Beivaie of Soobytraps/ 
Ominouser and ominouser, . , 

CRmCISM 

Gilsoft cenainly seem to have 
a consistently ti^h standard ol 
adventures, and Magic Casfte 
lis no exception. Beware of 
Boobytraps/ means eMactfy 
what It says - I was 
despatched to hell wflhin the 
first few moves^ If you fnanage 
to avoid sudden death there is 
pieniy lo do. wandenng around 
forests arKJ raMay lines pick- 
ing up objects in your attentpl 
to save darling Princess I must 
admit I didnl manage to get 
into the castle - something brt 
me, I felt queer. . . I was dead 
again r 

Graeme Yaandte is very 
sparse with his descriptions 
but his hurfK>ur ^ iethai. He 
atso aMpects your movem&nt$ 
to be sparse and welt pfanned 
tt not you begtn dying of thtr^i 
or axpo^ure fie to re getting to 
oick up that dhnK or the warm 
chthirfg you orrfitted to carry 
wiOy you All this and traps too. 
make for a ht ot work tmtore 
raaching the castie ttsaif, 

7 fett the descnpUoas could 
have bean more airrK^sphanc, 
Bnd t thought th0 boobyVaps 
gave you no way out once id 
sfepped mto them. This is aji 
aspect ot adventure games 
not often devehped very far ~ 
wifthout much warning you re 
dead. It coutd be fun to find 
yourself in a deadly position in 
which the next move wilt kill 
you if it isn't tt>e right one 



Otherwise Magic Castle is a 
good standard adventure that 
nevertheless has some obli- 
que solutions to problems, 
keep^ you t^usy arxl ls well 
worth the money.* 

COMMENTS 

Response: instant 
Graphics: Eextonly 
General rating: good. 

Useof compyt9r &0% 

Playability 70% 

Getting started 76% 

Add icti ve q ua I ities 75% 

Value for money 80% 

Overall 7«% 




Spyplane 



Producer: Gilsoft 
Memofy required . 4SK 
Retaif price: ES. 95 
Language: machina coda 
Author: David Brammef 

Spyplane is a text-only adven- 
ture written wiih The Ouill that 
indicates quite effectively the 
scope ot the adventure idea, 
Aftte'a EifricNiage Island was 
umjsiial in that it ^tartttd off 
within the confines on an aero- 
plane- but Spypiaca \s even 
more unusual, in that t1 all 
takes piace within the confines 
ol a plane . Of course, it doesn t 
take much adjustment of the 
imagination to see that being 
atiucK in a plane is no real dis- 
advantage - planes move 
about from location to location 
just like peopte, or ^fventure 
characters, and that is just 
whaL happens here. 

As a wizard, warrior or pnest 
yoy only have to worry atXHJt 
your vanous accoutrements 
and weapons - with a plane 
you have rather more to think 
about Pressing Inventory 
after loading is complete will be 
a surprise. No adventurer 
t>ef ore has set out alrealdy car- 
rying so much. Your equip- 
ment consists of radios lor 
communication, HF, UHF and 
VHF; you have a radar (with a 
tendency to go ur^aarvteeable 



at critical moments, bul it may 
be repaired by a ground crew i1 
you larx) safety); you have 
ECM ( Electron k; Counter 
Maasures) which detects the 
enemy s radar in use (it maygio 
wrofig as well): you have sonar 
and sonobuoys for detecting 
underwater movements (it's 
obsolete tfx^ugh and only picks 
up the vefy oMast^ noiaiast of 
submarinas); Ihefe's an 
mf rared detector, an iontsation 
detector (for sniffing sub- 
marine exhausts), a mission 
analysis tape recorder, a cam- 
era and a computer. 

FirMJjng out how to use ali 
this gear af¥i when is one ot 
the primary considerations. 
Flying the plane fs tricky loo. A 
map IS enclosed with the cas- 
sette which shows the scenery 
you will t3e (lying over You 
Stan off at 1 5.000 feet over the 
Arzelean sea. and your objec- 
tive is to gam as much informa- 
lion as possible atsout Turyan 
military equipment. Youat>ouk] 
photograph naval vessei^ ar>d 
record any other useful items 
of information On the map it 
Shows the sea, islands and 
mainland of Turya and your 
homeland Oceania and your 
main base, Krthna, on a 
friendly island, and iha Turyan 
baae of Sanlos Field Larxjing 
is a fairly complex business 
first time, involving contact with 
ground control. correct 
approach, and (wiiembennd to 
Sower your uraJercamaga. loo 
much activity over. Turyan 
airspace will alert their fighiers 
which will intercept you and 
either force you down or shoot 
you down. 

Instryctions on the insert are 
helpful. With a lisi of technicaJ 
words understood by Ihe com- 
puter. There are more than tes 
locations, which makes the 
game quite complex enough to 
require a map. especial [y as 
much of the terrain overflown 
kx^ks rather similar from high 
upl 



CRITICISM 

Tt^ first thing to strike me 
about Spypiana was that it is 
nrKne like a verbal simulalion 
than an adveniufe. Use of the 
radio ts somewhat difficult as it 
tends to alert the wretch^ 
enemy to your activities, but 
landing is hard without it. This 





I^Brm is on fis East legs, as aK 
Ihe ecjulpmeni keeps going on 
the blink I a landing is in order 
as soon as po£$ible to get 
tvftrything repair&d. The ©fleet 
of rtying a plarke over sea and 
fix>yntatr>Dus Eand is father w^U 
dom wth the text descriptions, 
ind Ihe game is fun lo play. 

This is an adventure th^t is 
not m ad¥^ntum, more of a 
$$&fchmg gama but ohb wMj- 
out much point to if Nothing 
much goes on whil& trying to 
Shd enemy na\/ai vessels, 
wcepf getting shot down by 
Turyan nghtefs. Trying to land 
&t an asffmid is aimost imposs- 
Jbto md using your radio 
ohvayi a/e/t£ the enemy and 
ium& your mission Th0 
documentation is very good 
wi^ ffre hetp list uf the avail- 
abiB vocBbulBry. Overall a 
wry imdemanding adven- 
ture: 

COMMENTS 

|le3pori9«: msiant 
Graphics; text only 

Use of computer 50% 

Playabiirty 55% 

Getting started 68% 

Addictive qualities 50% 

Vaktt for money 5 1 % 

OwrsN 55% 



Mindbender 

Producer: Gtlsoft 
Memory required: MK 
Retaif price: ES, 95 
Language: Machme codo 
Author: Paul Styles 

Mindbender starts sb^aight off 
after toading without any clear 
instructions as to what to do. or 
what is expected o1 you. You 
find yourseH sming in a small 
i DHri:e pursuing the everyday 
ta^ts ol your hun>dfym em- 
tence. There's a phor>e, a desk 
dlaiy and a quill pen (f). Open- 
jng the dsary. you see a proverib 
lof the day which says. They 
who live longed will see mosit: 
Suffice 11 ^ere to say. that 
after a few sensible moves, atl 
becomes esplained, and an 
instruction page appears 
Informing you that you have 
become a victim of the M-ind- 
bender Machine This is a 
powwhjf compiiter-controHed 
device which has talten ^nto tf>e 
hands of a revolutionary group 
who aim to control the world by 
manipulating the thought pat- 




terns Qi the population. How* 
ever, due to your incredible 
mental abitrty, you have proved 
to be immune, whjch makes 
you an enemy of tfi^ rebels. 
Now you are to be thrown into 
their underground prison com- 
plex, and your avowed intent is 
to escape, and deslfoy the 
Mindt^ender Machine and save 
humanity. 

This seems a little difficulf to 
do wf^n you find yoursetf 
stripped naked in a bare cell 
with a door and no handle , , . 



CRmCtSM 

'Mindbender is a text-only 
adventure but makes up for 
lack of graphics by t)eang RAM 
packed with a dry sense of 
humour and a knowledge that 
a good adventure is one with a 
bt of things to do. And you 
don 1 have to wait much 
beyond the teasing pre- 
instnjction sequer>ce to find 
actk^n all the way. as you do 
find your way out of the cell in a 
most lethalty surprising way 
The exploration that follows is 
both extended and wittify excit- 
ing, but beware of readirig the 
small print . / 

The author has tak&n a risk 
with this adventure ot kicking it 
straight oft without an fntro- 
ductk>n Stiff H is called Mind- 
bender, so a little mental effort 
sol)/^$ the pfobfem and leads 
into to one of the mo&t convo- 
tuted, entertaining Bdventures 
I ha^e played in a whrfe. The 
atmosphere is quite diff^r&nt 
from that Of Africa Gardens, 
but it realty worfrs Locations 
are easily n^ved betw&en 
with a little care and thought 
and this game does not sutter 
tfOm a lack of things to do or 
places to get to. tt etfortlessfy 
conveys the idea of using a im 
{there are k>ts) with a sequ- 
once which teds you, the doors 
close . . . the doors open, and 
then tells you where you are 
Like a good nova/ the action 
descriptions are to &ie po/rrf 
and very sudden f was thrilled 
by the way t got out of &im ceft 
and past the ^rst guard! MifKJ- 
bender should pfOvidB hours 
of fun before rrie quest is sol- 



ved, and at first its tun smpty 
to BKpiore and see the satincai 
use to which so many familiar 
thmgs have been put Excel- 
lent 

Mindbender offers a diet of 
screaming guards, electronic 
scanners, torture rooms com* 
plete with old copaes of Sinclair 
Users to read while waiting tor 
that chillirig command: 
NEXT!" A whfff of James 
Bond seems to follow you 
round the heavily guarded cor- 
riders and litis of the Mindben- 



der compfex. It also goes to 
show that text-only adventures 
can really work well, when 
they re scripted properiy As a 
result, this one is eKceptionally 
^niertaintng. it doesnt force 
you 10 keep thinking in ridk^l- 
OU5 circles all the while, and 
despite the unfriendly attitude 
ol all involved, the game has a 
inendly feel. Very playable, 
and very good value.' 



COMMENTS 

. Response: ir^tani 
Graph let: text-only 
General rating: entertaining, 
complex arid excellent value. 

Use of com puter 87% 

Playability 92^o 

Getting started 76% 

Addictive qualities 89% 

Value for money 05% 

Overall 86% 



KILL THE DRRGON YOU muSt bc jolting 
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RUNI4EBS-UP 






l^S'Sr-iteJ. S>"32Jh.U. L.nd«nl"0 
wiii Morse, weiwT^^^^^^^ip^ 



^ N3 



>f 



^ Iducfttto'^*^ ^„ suppose^ 
bfl contused »si» r^vie^JS oi 

Froit^ ^^e bounce ^^1!1 
'" mbS oU««^^^'rv«r and live 

the oit>er t^and-S? positively 
^1 ger^e^^^^ 



THE WINNER'S ENTRIES 



JUDGING CRrrtBlA 

I What we wete really tookitig^or 

^SVevSws that managed to 
were reviews ™ ^^,^ 

' P'^'^'^li^^ o? me game in 
i^ no wav We dW say mat 

The winner and jve 

ru, ners^up have prjl'^f^^^ 
vaned ^electiorx of UUes a^ 

^''^AS-ototbemottHtipor- 
writ part' the resutt» 



d only be fair lo say ihal 

.■I nnininn n^ IKe 

( 

i 

oetaiiea ae«criptions ot the 
i qames than those that 
l! iound in the winner s a 



''" ^ Itm. 



games than those that will be 
m iourvd in the winner s reviews 
H But the winiier managed lo 
m combine most successfully the 
C' ability lo enthuse over a gamie 
|< while ai ihe same ttme keeping 
I' a sense of overall psfspwtive. 
jl He was able to describe the 
c! games adequately and in a 
|[ very personal way Most 
importantty, all three reviews 
sian off in a highiy orJgir\al and 
enlerlaining manner, creating 
instantly an atmosphere which 
makes the reader want id carry 
on reading 
r As f^nting all the winning 
J e nines in one go would take up 
! too much room, we have had to 
' Mht the m up i nto two sections 
mjs month the winner, J. 
Singh, and runners-up John 
Mlntort and Phil Morse, next 
monih runners- up Gary Brad- 
ley £. Mufiilow and Steven 
Wethflrlll. The following 
monih we will be printing sorne 
(urther entries which desen/e a 
special mention, May we thank 
everyone who wrote in io take 
part in the compeiitjon. 



London 1 
vT^Toves, Recent e •-«-—"• 
AJ Green. T^'^S^J^^.^^Srbyehlre 
g;;r^rntK9-Blr.»n.^^ 

tt*'*;i??LrslevClTtton. Bristol 
9'^*tS^^A]^ane.Hy*_ 




moN 




iWtNNER 



■ 



CRASH REVIEWERS' COMPETITION 




,/ Singh 

Football Manager. Mobbtt, Jetpac 



FOOTBALL 

MANAGER (Addictive) 



I 




rt's 4.40pm on a cdkJ winief s 
dayn youf leam are two goals 
(town with five mmutes tett to 
pJay The crowd are booing 
loudly for such small numbers, 
and the directors am well 
aware of the league position 
and of the massive ovtrdrah 
you've caused by unsuccess- 
tul deafings in the Iranster 
market. Suddenly, a bottle ot 
Scotch and a hole in the 
ground seem a vaiy attractive 
proposition . . . 
If you though! that kind of 




Jaswafit Singh ^ 19 and lives 
in Hadby . T^ltord. with his fam- 
ily: mother, father, two sisters 
^Td brother He went to Manor 
School, just down I he road 
from where he Irves. and he left 
with 10 0-(evels and four 
A- levels. He now works lor 
Uoyds Bank The CRASH 
Reviewers Competition isn t 
the ttrst compet^lon that Jas- 
want has won In May 1982 he 
j won second pri^e oi E300 as 
i an A-level student in a compet- 
ition ofganised by Bardays, 
writing on leaching and the 



microchip. He was also a 
runnet-up in a nationwide 
competition ofganised by The 
Observer and Whilbread of the 
syt3|ect, How iHe Chip Will 
Change Society. 

Jaswant t>ought his firsl 
Spectrum m October . and says 
he prefers playing arcade 
games. He does not use a toys- 
tick, although he is thinking o1 
getting one soon. We hope that 
Jaswant witi 5e jomirig the 
team of CRASH reviewers 
very soon. 



pressure eouW only tall on 
Peter Taylor ihen youVe not 
played Football Manager - a 
compulsive game and an 
i accurate portrayal of a man- 
li ager's problems You can 
choose youf leam. pick or buy 
players and watch them crash 
out of the FA Cup or encounter 
refegation 

The game starts at the 
beginning of the season in 
Division Four, after Inputting 
your name and choosing ttie 
team that you want to manage 



"HGOflC 




you are away on your quest for 
the Firsl Oivisfon and Wembley 
glory m the FA Cup Of the 
seven levels of pfay if is best to 
Stan as a begmrter since the 
htgher levels wrjuld leave even 
Brian Clough speechless. 

The game kindly gives you a 
hefty l?ank b^ance and sev- 



eral optk>ns before playing that 
all important Itnst match. You 
can list or sell your players, pay 
off that taan or mate it an even 
bigger millstone around your 
neck, change the team name 
Of players names. II a playef 
becomes available on the 
transfer market you can make 



CflASHf«ay19e4 
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REVIEWERS' COMPETITION 




Ihe iiighesi bid you can attofd, 
kTx?wng the high valuo his 
team have placed on him. 
Should you nol wish to ©xor- 
cise any options, ihe program 
dtsplays the fofitiooming flic- 
ture and various team attri- 
bules suDh as morale, Iha 
strength of the defiance, mM- 
field and attack p, H you widi to 
maintain the present team 
»0l0Ction, the program^ best 
feature becomm qutekiy 
apparent. In a thrae- 
dimensional view of the pitd^, 
maloh highlights Br& play&d 
oul with every goal announced 
Amencan -style by a laroe 
scoreboard a1 I he top ot the 
screen with the magic word 
GOAL embtanzoned across it 
irr giafii tetters. 

The game's end shows the 
result and is followed by an 
update of your financial condi- 
Hon. your gate money, wage 
Wff and weekly balance tells 
you whether you can afford to 
pay off yoyr debts or whether 
ydu can aiord to buy another 
player. 

these are the attractions of 
Ittis simulation as rt ititrroFs the 
pcobfems of fqotbal! at all 
levels. The manager has 1o 
decide all aspects of his team 
ifid Vtm challenge of hndirig 
suocGSS both on the field arK) 
on the dub s financial balance 
sheet provide the compulsion 
of thas game It can be acutely 



agonising to watch your leagiie 
position Tall when the league 
tables are cakxilated, and 
exhi Ears ting when the position 
improves. 

This game has been on the 
scerte for a long time, and Hs 
age is l>etrayed by the presen- 
tation, which IS not up to the 
high standards required today. 
The match higtiiighls are well 
animated am the (earns are 
portrayed by little men who run 
and shoQt reaii^Stieaily. bul it is 
let down by ihe duli grey txsrder 
which is shown throughout. 
The options display is dull and 
response to commands is 
slow, and the player is kept 
waiting white the league table 
is caldjialed. The game is aiso 
alowecr down by having to use 
Hie mimt>or 99 to persuade the 
program to <x>ntinue (the 
chotce of this two-digil number 
for this job is for arcane 
reasons beyorKl rational 
e?[ptanation). 

However, this is still a highfy 
at>sorbing game which, witn 
better pr mentation, way td be a 
dassJc, Highfy appealing to the 
football fan and providing a 
lasting chaJtenge with room lor 
both strategy and thai touch oi 
fuck that can turn any matcti. 
This game will differentiate 
between fans whot?el^eve they 
can da better than present 
managers and those who 
really can Good value. 



THE HOBBIT 



(Melbourne House) 



I stood at 1T>e edge of the Black. 
River (rx)l very w>de across) 
aind pondered my situation. I 
had tf>e short strofig tword 
and the rope courtesy of two 
dead (fiteraily stone-coid dead) 
trolls, and the valuable goh 
tfen r(r>g snatched after great 
effort from under the nose of a 
now dead Gdlum. {It seems 
pattKriogiCAl killers are well 
cat«^lor In this game) I had 
been incarcerated in, and 
escaped from, the notorious 
GAoln'a Dungeon with a little 
help from my in ends I had met 
Ihe friendly e[f Elrond, and 
found refuse m Beorn't 
HoilM My companions, a 
ahiging dwarl and a wanderino 
wizard had long been left 
behind. Well armed and sup- 
plied< I had crowed moun- 
tains, killed goblins and 
acquired maps. Famiiiar witt^ 
the almost ceilain fatality 
encountered by taking some 
routes. I had now readied an 
iiT^passe. I ooiAd see no way of 



finding the dreaded dragon. 
Smaug. or his hoard of trea- 
sure. 

However. the games 
supenofrty over other adven^ 
lures avaiEat^le to me. and is 
unique leature of tn^kip&th 
dently moving characters, per- 
suaded me to persevere, and 
my capture by a wood elf led 



me deeper into this complex 
game, Eventuafly. by following 
the plot in the lamous book, I 
found an<J killed the dragon 
and laid claim to his treasure. 
Unfortunately that is only half 
ttve game, as the treasure has 
to be carried back to a now 
far-distant start rng point. 

The most remarkable fea- 
tures of this game strike you 
very quickly me high rwolu* 
tion graphic dtsplays promised 
are delivered in the title page 
wfien the game is loading; 
Smaug the ferocious dragon 
belches such realistic flames 
at you that I almost felt the 
need lor an asbestos shiekjf 
Any adventure p4ayed for tfie 
first few times invariably 
seems to result in frequent 
death, and after restarting a 
I few times the second powerful 
' feature becomes apparent: Ihie 
I characters move indepen- 
dently of you, so you are never 
sure whether your two conv 
panions will help yCMJ in tfie 
neKt location or whetf>er they 
witi hurriedty depart to leave 
you in Ihe company of vicious 
Ihugs like wargs or goblins who 
will quite happily decapitate 
you desprte your pleas for 
mercy. 

YesH satd pleas for mercy 
because you can communi- 
cate with friend or foe depend- 
ing on your indififttion This 
device is very heipfful in exploit- 
ing the abilities of your com- 
panions, and much o1 the 
game depends on successfully 
communicating your ^deas to 
allies. 

These features, in addition 
to tfm fantastic scenario and 
depth of imagination used in 
Tolkien's book (whose plot 
seems taik^r-made for corrvef* 
sion tnlo an adventure game), 
make this program a remark- 
able adiievement. The hi^h- 
reaolution pk^ufes, ot which 
there iro about 30, were drawn 
with the he}p of an artist wfKSse 
eye for oolout and detail pro- 
voke the atmosphere of Tol- 




kien s book at Ihe various loca- 
tions: the BewUched Gloomy 
Plmcm IS darN and lorbidding 
while Ihe Bleak Barren Place 
is suitably m hospitable 

The Hobbit IS accompanied 
by tfre original book, which iis 
followed faith lully. and many 
clues are to be foutKl therein. 
An instruction booklet is also 
Contained in the package and 
explaina the htghly flexible 
user-lrtondty language fnghst} ' 
which the game understands. 
This. incidentally, was 
devebped by a linguistk^ 
expert and allows for longer 
more complhcated sentenoos 
without the limit of one objec- 
live per sentence. The instruc- 
tion booklet is well written and 
the game is easily entered into 
The high-resolutfon colour dis- 
plays help your imagination lo 
envisage me Hobb(!'& world, 
and tfie response to irtstnjc- 
tions is very quick. Quick 
responses are aiso required of 
the player as The Hobbil ptays 
in reaJ lime, thus adding to the 
excitement I can wholehear- 
tedfy recommend this game as 
It Es easy for ttve f>ovice and 
provides the veteran witti a 
wek^me change Ifom the 
Imlled yninsptred text-only 
adventures. A scoring system 
jmine is 77,5%) alk>ws tO< 
friendly competition. At £14.95 
it is very goo^ value. 



JETPAC 

(Ultimate) 



Sttiiations Vacant 
Wantad: Space Test Pilol 
Quaimcsllons: Rocket Pilot 
Lfcence, elementary lechnical 
knowledge and Award of Merit 
from Leaque of Blasted Aliens 
Special Detailii Volunteer 
required lo assemble arid 
laurK:fk test vehicles. 



Dangerous conditions (twrdes 
o1 homicidal eniities alien to alt 
known galaxies), but good 
rewards for initiative can be 
acquired through a tO%com- 
mission on al! m^nerab sec- ' 
ured (High profits assured on I 
every trip,) Lengthy expefi- 
er>ce in laser weaponry i 
rac|uired, stror>9 nerves essen- « 
tiial. and a preference for wofk- 
rng alone. Xenophofoiacs pre- 
' ferred.apathotoflteattenitency 
to blast everythtrg in sight 
helpful. Certificate of Irisamty 
not ma r>da1ory but ai so help! u I . 



I 
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Can you fulfil the atova 
aHma and becorn© the Ulti- 
fTtaie test-pilot? This job is rioi 
for Iti© faii^t hearted or (or those 
with lethargic reflexes The 
tasfc Itself IS Simple enough; as 
sold test pilot lor me Acme 
Interstellar Transpod Com- 
l^aiiy you have to a^emble a 
space ship which is conve- 
niently distributed in bits on Ihe 
ptanel surface while fightir>gotf 
hordes of maniacal aliens. 
Once assembled Ihe lest- pilot 
muAt wail lex fuel supplies to 
desGcmt from the heavens or 
he can S4jpf>lernent his income 
bjf collecting the venous gems 
Inat also accompany the luet 
Btrppties. The screen display 
stW5ws the plar>el surface, the 
rocKet parts awaiting assembly 
and Ihrse ledges at various 
heights. The screeti has a 
wrap around effect which 
enables the jetman s laser to 
leave and re-enter the sateen 
at opposite points. The aliens 



RUNNER-UP 

Phi! Morse 
Alphabet, a, b< c 



are of different colours, and 
metr mjmbers are sup- 
plemented by new arrivals to 
prevent you From leeting 
lonely; 

Your jetman can negotiate 
16 screens and assemble lour 
space ships t}etof e the game 
begins to repeal itsdif . but get- 
ting there is a difficult task as 
the aliens vary From sub- 
normal laser-fodklef to vicious 
imelligei^t' hunters who tollow 
you around the screen. None 
of the aliens is armt*d but colli- 
sionisusuaily lata! 

it IS easy to see why Je^pac 
lurried Ulnmtte into a house- 
hold name virtually overnight: 
even now il stands out 
amongst the ptettiora of 
mediocre arcade dones. The 
presentation of the game Js 
excellent, rt k>ads reliatriy 
under a beautifully designed 
title-page which shows almost 
eMactty ttie cassette inlay illust- 
ration. The keytx?afd controls 



(rft oflp Time 

A L P H A B ET t widg^ ti 



Aiph&bBt presents itself in a 
standard plastic cassette caM 
with a folded card insen that 
includes the intructions for 
operation of the program. The 
tape ai^pears to be recorded 
cm one skje When loaded the 
program gives you a choice of 
three aclivities, although 
nu^mber one is merely an 
bridged version of number 
two. 

The progf^n aims to give 
children (Widgtt say young 
children' - probably implying 
3-6+) a familiarity with letters 
of the alphabet by auociating 
them with computer drawn pic- 
tures. TT>e First part oF the prog- 



ram allows ycxj to specify a 
mifiAer of letters to work upon 
ami tien chooses a random 
point in the alphabet at which it 
then starts to draw its pictures 
It is a slight pity that an option 
to specify a starting point couM 
not hve been included. The 
second pan o1 the program 
works sfi e?cactly the same way 
but dbplays pictures for the 
entire alphabet For each let- 
ter, a picture isgradualty drawn 
on a blank screen. The child 
must then press the correct 
computer key that corres- 
ponds to the first letter of the 
object displayect. The keyp^ 
ress is read clirecfly and does 



and the game itself are conv 
prehensively covered within 
the inlay, however, the prog- 
ram, once loaded, g^ves you a 
choice between keyboard and 
^ystic^ controls, or between 
one and two players 

The g/a|>hics are colourful 
and tfie test-pilot tetman with a 
rocket pack on his back i$ 
accurately drawn with remark- 
able attention to detail. The 
■ jnimatJon oF the jetmari is 
superb arKf his movement in 
1 light. ar>d thai of the aliens, is 
very smooth indeed h^ 
favourite piece of animation is 
when the fully fuelled rocket 
blasts off for another planet 
with the frustrated aliens hop- 
pi n^g about ar^rily in the names 
from the rocket s afterburners. 
The smoothly animated multi- 
oobured laser blasts and the 
variform aliens are vefy eye* 
catching as well. 

The only criticism with this 
cassette (it one is hyper- 
critical) is with Ihe sound, 
which IS adequate without 
being e^C^tional, and with no 
catchy tunes betng played. 

In appraising thiis game it is 
difficult to find any real faults. 
The gams is easily played with 
either the keyboard or joysfick. 
The high-resotution colour 
graphics and excellenl anima- 
tion routines make full use Of 
Ihe Spectrums capabiirties 
Ultimate have gone a bng way 
lowards creating the perfect 
arcade quality game, arxj at 
only £5 50 my verdict is rush 
oui and buy it before Ultrmate 
realEse that it s grossfy under 
priced. 



rwt f}^^ the use of the ENTER 
key^ Should the child press t^te 
correct key. he is rewarded 
wiOi a whole verse of Baa, 
Baa, Black Sheep' through the 
Spectrum's speaker. Can ^ou 
imagine what 26 consecutive 
complete verses of this do to 
you? Sttould yog ctKiose the 
wrong key to press, the compu- 
ler clears the screen and 
blandly re draws the picture for 
you Aftsf SIM wfong inputs, rt 
was sUtI insisting on doing so 
wittXHJt comment or aid 

TlTe third part of the program 
IS rather more useful. A tower 
ca^ letter r$ drawn on the 
screen (using the PLOT, 
DRAW and PI commands, it 
wQuU appear) and the child is 
then required lo press the key 
with tfie corresponding capital 
tetter on it. This exercise is very 
worth while For iflivtt Children 
Since it eKteruls ttie^ scope of 
letter recognitbn from 26 to 52 



letters^ It also meets, head (^, 
the problem encountered in 

eograms like the Stndelri 
acmlllan Learn lo Ptrnti 
series where a child is asked to 
copy a lower case letter on tl>e 
screen by pressing an upper 
case letter on the keytxwd. 
This program makes a valid 
exercise of doing Just that One 
possible Haw, however, 
appears at this point Infants 
are taught to lorm lower cue 
letters by starting at a particy- 
lar poini and proceeding m a 
particular direction. The prog^ 
ram, when it draws*' writes' its 
lower case letters on Ihe 
screen does not always totbw ! 
the accepted conventions. 3 
Nevenhele^, should the cor- 
rect key t>e pressed, the 
matciied picture is drawn on 
tt>e screen as confirmaton. 

The seJeaion of picturet 
cf>osen to represeni ttie 
alphabet is fajr. with a few 
eKcept^ons The owl is particu- 
tarty good, the zip rather clever 
-but was that really a lish or a 
vest, and why do people in^st 
upon fepreseniing trains with 
steam Jocomotryes wtten they 
went out of regular service 20 
yeeisago? 

A primary hieadteacheF was 
recently enthusing lo me over 
a suite of programs that he had 
recently purchased for his 
sdrool BBC B. The five prog- 
mms in the suite had cost 
£1251 In this hqhi, AifihBbet, at 
C5.25, appears to be gcKKf 
value, txjf this is only really so if 
no other program treats tlie 
subject better for a similar 
pice Furtiermore, the pro^ 
ram must be realiabN? in LOAD- 
ing, Theres r>othing worse 
thW) a CfBSh on LOAping wMh 
a dras of s mail children bok- 
ing of^p laughing at your higtv 
tec antics. I had such trouble 
getting this tape LOADed thtat I 
had to take n back to ih^ shop 
and eKChange it. Even now, 1I 
does rK>i always go in every 
time \f a parent donated 
AiphabBi loouf scool software 
library, I wouJd accept it grate* 
fiilly. but I am not sure thai I 
would purchase it out o Ihe 
sctKX)l fund or PTA accounts 
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REVIEWERS* COMPEimON 



LIFT OFF! 

(Long mans/M icrom ega) 



a. 5, c . UFT OFF/ is SupplH&d 
in a figid. colourful boj(. with iti6 
oassatia sitting inskJe in a 
biack plasric moulded m&art. 
The inslructions are a primed 
^heei, loided to make a $ix- 
page booklet and conti^ 
operatirrg insiruciions and 
general onthusiasiic para- 
graphs about how good com- 
puter learning is for your child, 
not to mantifon high-tec advice 
fika supplement I ng the wort( of 
Iha program by pJaying I -spy' 
With ttia given pupil: .... an 
adventure wonaedarid of earty 
Skills and abiifties; they prom- 
tee. The prograrn is reoonded 





press S for snap 



on both sid«s of the tape and 
on LOADmg praeanls an Intro- 
duction screen where the 
logos Of Lor^gman and Mir- 
comega glkle on and oH the 
dttplay io l>e replaced by a 
monkey, who introduces him- 
setf as Microct^imp and wel^- 
comes you to the program . The 
main bc^ of the program then 
loads 

When the main body of (he 
program has LOADed, two 
aJphabels of bold and dear 
Lipper arKJ lower case letters 
appear on the screen with a 
prompt press arKi key to con- 
tinue/ » you do r>ot do 90, 
about 30 second^ tater the 
program goes into the lirst of 
the two formal optbns of the 
program. 

ThB first part Of the program 
is a matching of word and letter 
to a computer drawn pwrture 
tfid tihe sequence al^«^ 
iCftrts at a; In the kkwer right* 
harid corner o the screen a 
smalt byt clear ptelure is drawn 
. in a bOK, Into a bOM on the 
1 upper leff-hand oomer of the 
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screen scrolls ttie appropnale 
word (all lower case lettem) 
anrf below it the first letlei of 
the word as an upper case lei- 
let- You are then asked to 
press the key con^esponding to I 
the next letter.' In response to 
the piciure of an apple, i there- { 
tore pressed P.' this being the | 
next letter in apple I got a dis- 
approving beep-beep from the 
computer It was expecting B' 
as the next letter of the 
alphabet! Such an indignity. I 
was glad to see, need nol con^ 
tinue, because each time a 
prompt appears at the bottom 
of the screen urgmg pr&$s 
ENTERING for game ' This m 
the real meat of the program. 

In the Utt Off game, a rocket 
IS drawn on I he nght-hand side 
of the screen, Below it. scrol- 
ling smoothly afong a conveyor 
bell, are sealed crates. The 
idea is cenfred around the roc- 
km being a ship from Vemis 



wishing to load up with earth- 
type ejects to take back for 
inspection. As each crate 
arrives t^elow the rocket it 
slops for four seconds and is 
oper>ed/ its ooitlwfls being 
drawn In it, and in iho upper len 
o1 the screen a word and Setter 
] is chosen randomly arid dts- 
\ played- tf the word corras- 
porids to the picture you have 
just lour seconds to press the 
S^ key to register SNAP/ 
(Thafs a teiribly shori lime for 
a four year old!) It you are quick 
and correct, the crate is loaded 
in!o the focket. If you make a 
mistake, one crate is removed 
from any already loaded 
When sh cral€^ have been 
kjacted successfully a count- 
] down begms and the rocket 
takes off quite drarr^ticalty, 
leavtng you with the hauriting 
melody from Ctose Er>coun- 
ters! the random choice of 
the displayed word, in fact^ 
gives you about a 4- 1 chance 
of gettirig a snap each lime (not 
a 25-1 chance as you might 
tear). 



no! be put off by the 
giib arKi ettusive b^urb in 
the instruction leaflet. This is 
quFte a valuable program. My 
five- year-old and three- year- 
o(d children toved the uft Off 
garr>e It avoids the lundamefh 
taJ mistake of trying to do wrtiat 
a real book can do better and 
concentrates on providing a 
good suppiementary actM^to 
ari infant's early reading work 
or a junior's remedial readLr>g 
prac1k:e, I would trust its relia- 
bility in classroom use as i1 has 
always loaded first time, every 
time. ar>d has always proved to 
be a most popular program. 



TIME 



(Stell) 



Borne edticaliorvid pro^rns 
are packed m sturdy colourful 
boxes whrch you know must 
add unduly to the^r price, but a1 
least they are a stror^g storage 
medium for school use. This 
program comes in a stand anj 
plastic cassette case sur^ 
rounded by decorative but use- 
less nimsy cardboard tiox/ 
surrourK). which I drsperised 
with immediatety after remov- 
ing the instructions on a bit of i 
card wh^ch were sUpped in the 
back of the box.' me tape, 
recorded on one side, hias 
three sections: sections one 
and h^o havir^g three parts and 
section three having Iwo parts. 
The sections can be accessed 
separately but the parts cannot 
(well, not without BREAKing 
into the program arxl fiddling). 
An educational game for 
3-10 years/ says the liHe slip, 
whic h act s as a caiaette i r^sert 
The scope given Io this prog- 
ram by all rts different parts 
should make it a good audio- 
visual aid m helping children to 
learn to lei I the time. However, 
certain flaws mar its overall 

¥V0i1h. 

Sactkm One deals wtth time 
in whole hours. Part One 
requires the ch^kt to stop the 
cksck at a given hour by pres- 
sing any key. if successful, a 
mouse is drawn al the top of 
the screen, and when to have 
been scored the program goes 
into an animateo (?) routine to 
the tune of Hidcory. Oichofy. 
Dock' before moving on to tirfe 
next part of the section. Arrf 
herein Ikes the problem. The 
mett>od of readir^ the key- 
pm^ IS extmmely insensitive- 
Normaify the problem with 
infants using a Spectrum 
Centres around the fact that 



thiey will insist upon hokting' 
the keys rather than 'pressjrig' 
them. In the normal mannef m 
things the key will than auto- 
repeat and cause all manner of 
protMems. In the case of this 
program, however, you have to 
hold a key down firmty just al 
the right lime for your press to 
register - oertainly no ha^r trig- 
ger here! The programmer 
must have realised the inade- 
quacy of the sysiem because if 
the keypress registers al one 
minute to or one minute past 
the hour you will stili be 
counted as r^ght! Normally the 
dock starts off about 20 
minutes before the time you 
¥irilt need to stop it at. and each 
rninute jump is registered in 
about one second, but ooca- 
sk>nalty it wsEi start off an t>our 
and a haK before the due time, 
entailing a wait of a minute and 
a halt Of real time - and if you 
cannot get the he^ess to 
register then it REALLY is 
annoying! Part Two requires 
the Ghla to type in the houf 
imflcslsd on the ciock face No 
problem tiere - numbers, let- 
ters and dock face are aif very 
clear, but there is r>o screen 
prompt to remirK] the child to 
press the ENTER key after typ- 
ing in the number. Part Three 
sets a tirr^ on the clock face 
arvd then asks the child to stop 
the clock one hour later - sarne 
problem as Part One. 

Section Two deals with time 
in minutes, or rather in tots of 
five minutes, Le.. five past or 
20 to (but not 1 7 mmyies past). 
The shadjno of the clock to 
give a grapnic r^sresentatkHi 
of quahers of an hour is very 
effect I ve Parts One and Two 
require the minutes to be typed 
in Jf you should have typed 20 
but typed ^5 and yet realised 
your mistake before you pres- 
sed the enter key, you can just 
continue by typing 20 and it will 
push the 1 5 off the input space. 
{II you piess SPACE, theft 9 
^s reg^ered on the screen for 
some reason J Pan Three Is 
Stop the Cbck' again. Thte 
time it is hdiajk}us When you 
are teaching time to tt>e 
mtnute' you really do require 
accuracy, but you can stop the 
ck>ck at 5.14 and stiti gel cre- 
dited as Right' For the requirMi 
time of 1 5 minutes past five. 

Section Three is very useful 
for it deals with the very impor- 
tani manipuEatton of converting 
dock time to digital time ' The 
proiiie ration of digital watches 
has tieen unfortunately 
responsible for many children 
failing to appreciate the real 
meaning of lime told from a 
Iradrtional dock face. The 
derrKynstration is dear, but it is 



r 




Ibllowed by another Slop the 
Clock' exercise. 

A greal deal o1 work has 
ObvKXJslv gone irito this prog- 
mm Bm the gradation of th# 
StiMS Of teaming has beisn 
weu ludgadp but its overall 
effecllveness is spoiled by 
mm^ of the flaws mentionecl 
pfeviously. Infants find the 
Stop the Clock' exercises 



almost totally impossible to 
control With a little t»t of 
thought and re-prograntrntng 
this woukj make a very effec- 
tive and. indeed, good valuo 
program. As ii stands, I know of 
quite a few Time' programs on 
other maohines which work lar 
better because they are so 
much more sensitive to the 
small -firtgered user. 



RUNNER-UP 

Jb/in Minson 

Chees Tytofp The Hobbit. Melbourne Draw 



While the battle to pf oduce the 
uttimaie chess program rages, 
Artie's Ch&ss futor aims rtseli 
irmly at the beginner, who has 
tttfte yse for a version which 
can kick pawr^ in the face ol a 
Orand Master. 

At first sight ihis is B stan- 
dard imptementatton The 
graphics are gcodn though 
wme pieces in»ght lack oon- 
traat on the wtute squares of 



and h»fi C^mss Tutor comes 
into lb own, tt does not ptay an 
kntimkiatinglv offertsive game 
on the lower of its three Ivels, 
so the r>ovice can actually win. 
Furthermore, tt will dsmons- 
traie all legal moves during 
play, and will evefi suggest a 
move. But its most useful lac^l- 
4ty ^ that it allows the player to 
cheat.' II you firxl that you 
have entefed a bad move 



the centrally displayed boand. 
Clocks are provided for player 
Bind computer, which answers 
In seconds, I hough I ctoubt th© 
absolute beginner needs the 
pressure of playing against 
lime. At erther side of iheBoard 
to a scrolling display of the last 
sbcpairs of moves. 

The player always moves up 
Itve board, usinq grid reter- 
ftfscea. Keyboa/d entries are 
accompanied by a reassuring 
beep, with a small tune for 
Checkmate Thece is also an 
easy-to-use set-up optiofi. 
This IS a user friendly program. 

Turning to ihe tutor side, 
there is no way that this tape 
ooyM replace a txx>k for the 
beginner, despite its ability to 
dtaptey all the move available 
to pieces. However, having 
mastered the basics, the best 
way to learn is by experience, 



wAhln your fast three plays you 
can carKiel to before that point 
and choose arx)ther optkxi. 
Imagine finding a human 
oppor>ent wtw would altow 
thatf 

Quibbles are that its depen* 
dence on three book openirigs, 
though useful to the teamer, 
can result in a win In tour 
moves by diver gir>g from them I 
More importantly the cassette 
inlay, which is generally good, 
says I hat A allows en passant - 
it doesn tl Despite this, a usahjl 
companion for those learning 
the game. 

Chess is one of the oldest 
tat>ie-top games, but fantasy 
role playirtg (frp) is among \fm 
more recent. Its computer 
equi^valeni is adventure gam- 
ing, and here The Hobbit has 
been acclaimed as state of the 




art. 

ThB Hobbfi goes much 
further than most adventures 
ifr allowing for the human ete^ 
menis of Irp Input is mfngtish. 
using simpie senterices rather 
than the more usual two-word 
commands. Characters have a 
semt>lan)ce of independent life 
loo as they warxter about tf>e 
landscape, and you can even 
conv^fse with them, The aim is 
to locate a realistic country 
within (he Spectrum. 

To do all his in 48K is impre- 
ssive. It also provides simple 
but effective graphics, but 
aef^ibly only on first encoun- 
terir^ a scene, or when 
requested The documentation 
is good, and the inclusion of 
Tolkien's fiovel adds to its 
scope. 

After which n seems chudtsh 
to criticise, but for me The 
Hobbft fatfed to live up to its 
reputaiion ThB ind&pBncfBncB 
of the characters was too obvi- 
ously random. Gandalf In pa/- 
ticular wanders aimJessJy. As 
to conversing with Ihem. tlie 
usual response is less than 
helpful, and sometimes tot^ 
iilDgioai - a No' fol towed by fhe 
request beir>9 met! 

Keyboard response can be a 
littte strange p and wrth so much 
to type in a beep would have 
been usehil. The program is 
not bug free either, though to 
be fair the booklet admits that 
this ts to be expected m a work 
of this scale. I have found that 
the onFy way to continue the 
adventure did not appear as an 
option on one occasion! 

The game also lacks the 
epic prose of the book, and I 
don't kr>ow ihai the vividness of 
more words wouldn't have 
t»een preferable to the pk:- 
tures. I feel that The Habbft suf - 
fers from falling between the 



two stools of tightly structured 
brain-teasing adventures and 
the open, human moderated 
trps. It is probably worth 
£ 1 4.gS despjte this, because it 
is still addkHJve. but it left me 
wanting something better. 

The title card from Th0 Hobbtt 
appears again to be loaded 
Into aind analysed by48K Me/- 
bourns Dmw This is a com- 
plex utility; but documentation 
is very good. I only discovered 
one omtssion m its 22 pages of 
text, and this was solved by 
reference to the invaluable 
summary of commands foumJ 
on fts back page. 

Drawing, on the full screen, 
uses eight-direction cursor 
control via a k>gtcal keyboard 
iaypul. Lines can be erased 
and pixels reversed automati- 
cally as they are ov&rwhtten. 
There is no circle command 
but the production ol curves is 
aided by 4X and t6X magnrfi* 
cation. 

Having produced a Ikm 
drawing, areas can be filled 
wilh shifted F ard ink and 
paper can be charged without 
problem. Flash and bright 
attributes are also introduced 
by single keys. 

You can also create IJOGs 
with this program s draw facil- 
ity, and both ihey and full* 
screen displays can be saved 
to tape. The booklet concludes 
with details of how to locate 
these m your own program 

This is a wei I -imp lamented 
utility for those producing Ihetr 
own games or just for doodltna. 
tts great potential means ttiatlt 
naecfai many control keys, but 
clear documentation makes 
eKpenmenting a jroy, and rt is 
only iimited by imagination and 
artisJlcfalf^nH 




CRASH QUIZ 
RESULTS 

Hem are tho answers to CKir quiz 
in Issue 2 ori Adventure games 
and theif cassette inlays, 

1 Magic Mountain 

2 Votcanic Dungeon 

3 Valhalla 

5 The GoWan SundlaJ ol Pi 
e DrDeaih 

7 Manuel 

6 Land of Beroth 
9 Muft»ps 

1 Q The HobM. and iTm Min«s of 

Morta 

n Lady Sifidive and Ehe Pimefi 

The three winnors were: C.J. 

fivck. K(rnb&ri«t>rth, RoH^rhani; 

m. WcK>il«n. Sh$ft>&(d: ami M. 

e«ch. Taplon P*rk, S Yorita, 

En our seoond i^ue w« also ran a 
oompetiUon m assodatic^n w^th 
FamMy Sofhrara, imWi ihe 1 oo 
tirsi correct ©ntflM otitol the bag 
wnmng a mpy of Doomtdvy 
C*«tft Th@ n^pont^ waa 
imm^rKksus^The 100 wmrhera 
hav« already been noiiti&d and 
are ckjw busy trying lo gel their 
hhscof es! A list Of wnnefs is 
avaiEble Irom CRASH rf any^FM 
*ants it Most o( the ai^wef* were 
insianiiy a vallate wilh a litiJ^ 
r blading, but tbe last quesuon 



otused some vamtidns kn 
Answers 
1 Que^t 
3 Arcabdua 



3^ 



5 The B^ack Hole, and Violent 

Universe 
8 UiHs. GarThroga. Nuc^eoidSp 

Orphacs and a Googty &rd 
7 Oliver Frey 
B We accepted: TC». 103 3 Of 



THE 

MONTHLY 
CRASH QUIZ 



EXAMINE the two illustralions below carefylly. EXPLORE 
Ihft ddtail with an anaiytical eye SEARCH for the hkfcten 
cWfef©ftcas between ttw rwo drawings (f you tan spot the 
12 differences between piduro A and picture B, make a 
small mc\0 or cross over the differences in picture A, and 
sefid rl to us. Your entry will go NORTH mio the Mystery 
bag to be shaken and drawn in lime fOf the res u it to appear 
in the Juty issue (No 6) The first three correct entnes will 
each win E2S worth ot aoftware drid a CRASH te«-«hlrt, 
and the three runners- up will also receive a CRASH tee- 
shiri each Entries must be received by May 23 Don1 
forget to put your narne and address on your entry t 

CRASH QUIZ, PO BOK 10. Ludlow. Shropshire SYB tDB 
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The Black Wizard Velnor has 
gone into hiding m iha goblin 
iabyrinth beneath Mouni Elk. 
Ailef centuries of searchhog he 
has finally discovered 1h^ 
ancient to mb of GraNo and is 
about to realise his ambition^ 
to b€^come a true demon on 
eanh There is only on# hope 
lor mankamJ, arKl thai s you, of 
course. Vom must penetrate 
Velnor's defences, avoid irtg 
the Uaps artd surprises belore 
his metamorphosts ^s 
complete - but Velnor is a 
master of i Elusion. 

To undertake this t© jct-onfy 
adventure you may elect lo go 
in the guise of a wzerd, @ 
priest or a waJTksr. Each has 



Its own characteristics- The 
wizard is poorly equipped to 
physical combat, but his 
powerfuf magic compensales 
tor lack of strength He has a 
polymorph spell whicti turns 
any non-magjcal creature into 
a frog. The fireball spell can be 
used (at a distance) to 
consume any hving creature 
Milhin a specific location, and 
the leleport spell canies you 
and anything in yogr 
possession from any locaifon 
to ihe cav^ entrance. Spells 
used drain the wizand's spell 
strength. 

The priest is somewhat 
tetter oft than the wizard 
when it corns to comat and he 
has a number of def erisive 
spelts to use. such m a sht#ld. 
which decreases vulnerability 
dunr»g combat and makes the 
prisil as hard lo hil as the 



1 



1 



warrior. A t>ealirig spell cm b& 
us^ after wounding rn 
comtsai and there is aj^so one 
1o dispel any undead 
creature^ 

The warriof is obvioti sly 
best suited to physical 
combai. ihe hardest to hit, and 
can lake the most 
punishment. He has mo spells 
to use, but may make use of 
any magic object found during 
the quest 

Combal dunr»g the game 
takes place in roiinds where 
each creature involved is 
allowed one action, ai which 
poin! you may continue or flee. 
There are no graphics in the 
game, bu i the bottier colour 
alters from whiia ttiTOugh to 
black, indicating your state o1 
health 

Although the tocaiws and 
Ihetr positions in Velnor s l^lr 
rimain the same from game to 
game, as do the objecis. the 
liviriQ and undead creatures 
lendlo be quite random. 

Volnof s Lair was written some 
lime ago, in BASfC, arrd 
therefore suffers from hesrtafU 
responses, bLrt this is hardty 
any deterrent lo enjoying what 
turns into a highly complete 
and convoluted adventure 
with plenty of humour Sorne 
guile devious solutions are 
required to problems - getting 
through the spore-ndden 
a1mc^>hef e of the passage 
leading to the Gotjiin's lair is a 
case in point (but dKJ you 
remen^t>er to pick up the silk 
handkefChief?}. Velnor 
creates a number of illusions 
wtiich result in sudden death 
uniiE you gel the hang of 
freatir^g nothing as an 
absolute until it s been jested 
carefully. 

Velrwr's Lair Is definitely one 
o1 those games that attract you 
back lor another play, possibly 
months after your first try, ana 
Dereh Brewster has buift m 
enough situations and 
SO*utirinstO make it rewardlkno. 
It was originally released 
undef his own company, 
Weptune. but is now marketed 
by Quicksijva. pr^ce £6.95. 



i 




Du6 lo the enormous amount of games which have been 
pouring from the keyboards of software houses over the past 
few momhs, lh# CRASH SPECTRUM GUIDE has already 
grown beyond Oi»r original expectations. After consulting 
several of you at the loth. ZX Microlair we have decided to 
split the guide up into two sections, each printed aliefnaie 
months. The alternative to this woylrf have been to start cut- 
ting down the entries, which we felt would rob the guide of 
some of Its value. 

Programs are listed under convenient headings with the 
programs listed alphabetical ly by title^ The software house is 
shown, together with the memory require, the fetaJJ price 
and author where known. The figure in brackets after the 
price indicates the issue of CRAS^I in which a full review for 
the game may be found (where it eKfcSis) Please note that 
references to joystick provisions invariably refer to the type 
of Interface that may t>e used. 



CARDS, &QARDS& 
GAMBLING 



Wt «trt itmpiid lo CI It thli fiction 

CARDBOAHD GAMES, bdly 
quiu 1 lot (ri gimtt in thtt itclkoii iri 
pntlf fllmt^ PiFl o1 thi prgliiBm It 
mtl it $mn it nu rtnrovfl Iht 
phyilcil nililif qF duUnq urdi. 

ritvidt. iht 111 mi Iqsii i IdE uf III 
lntensL Bill In ciiti iiki Itie Ft Ion 
Smblhl. ttw firDffriml iffi i^t only 
•ritltent, Hul lEimii qI the lidlaut 
If tt I no up it tik I n I wi y. 11 's ob vioui Ey 
I qyitlion ri pirtt^nil cholci „. 



ARCTUflUS 

pmaiKPf- vMm. 4M ce 9a m 

Ai^ ■ wfyi 104 of nwmofv ind effo^ go 

IfTvltMwit h«iQfy ot Mi gm'i fitmi. 
bit M tunti out to b# Adfie olh«r mifi i 
3D rnxjohb aod £?cffaea pteysd on 4 x 
4 gricli. lour Qih^iieh 1^^ 
on lop ol ihB ottwr . A mrtnnhQ few n s 
iM|g|i ona <^ dt ftOPMi ft ^ftf ot 
wwiiy ttwugti ihe grldi. dlagoniii 
indudAd. Two pfiiiyvr* nuy oppo«« 



eomfiulftr play ftgilnit ipftf Tha 
proglun « a ifadt onfl, tMl rts mftin 
dr«vAttC4i: ii nw cornfNMty >Ql ttii 
Qpttofi wmm tfm pOMi ii mutot tMfc in 



iDDiMJct Mt Id oM toplify 4 gvnt . 
Ounor km an uftftd to fteoi i<Dur 
n^CTfl.aoAOFaf Pro ti fc loyatefcaniay 
beusid QtnvalfMne^vMgoodlof 
pu£2i4 anth^aitt, flupacMy Mm M fl 
iMItvalft. Ovvral CHASH ftfEk^ ^ 
fnachina ooda. 



lACKBAiMOi 

Pfotfac*/ CPS&ftw#fe, ^aK^£5J® 
aiChgaiTirTion 1$ 1 bOArd girrw uvng 
di&a ■ nd cou nlQ ri Mi compiir^ 1 1 utt 
if 9 Eoo dvli^kftd to go ml a h«r«. fryi It 
It ^mpan«m ittii rtv» ctu«1t« irvtay 
e oriia! n H ull Hostr uc! i on» for !h* 
b«9i nm na r T na C P So Itwara vtri^on 
Ma8»o Fuji &oerd and countar 
dUplay with iwo an^scraan dka for 
a ling la playor agAinil tn« cpmpular 

SACKUMIttN 

PpSHjfut^mr: H*wmn. fSKm.96 

C^m « n ti »i:m p4 e g^rf ph is mai^v thit 
■ ^OCKEJ venion whl^cti doaa weH 
iMimm t$K Full inalfupitonaon 
prog ntn and gama Gonial n ad In 



, Puznfn 



InMPt Invalid ruE^i^aara^i^adwKh 
nltprnale cpovam iii0g«f tad^ Oti- 
a^rii^ 4ie^, rm^r gaiTTHi optfoni. For 
A ftingie pj^ytr acinar iha pompyiar. 

BMKSAHMON 

Ori» can utually QKp^cf a lot from 
Psjon. and tfii» gam# df no 
i»x c^tiOTh Vary good g riphKi trifl 
iniirycticni AHh four 3l^f (avails 0n 
«cr«en o r mrow yoy r o w«> drca 
Good c»amo mode. 

BRAIM STORM 

Pft^uctif. MtcfDfTmgm. WK t^K 

uncl«f a oovafsd gnd . Your i#a fMM 
1 00 m«e pat grid, rf you opan i ertd 
aquafa. or dapt, wflttyaf g w ii f la 
Mffong, Wi^n ih^ ^wnbar mdaif thrit 
aciuara to unoovarKt lor about ona 

k diAppAar^ng again ^ a 
I gama Tha aaoond 
. hB Diia ew^piiftr 
gvvrating i rirido^littif iMitiirid 
yoyr job la to raarrinea Ml* maMi to 
BalgmalchihaootBipMyalBttif 
Thakf^. Not an aaay gaMVi rtHfiid 
beiggiiriglnftoi. 

niOGEMASTEfl 

PfD^ycof 9fiidpdi7i#sra/ TSW £24^ 
If BftekgimmOh i$ A diTTicuH gRmg tQ 

explain, men Bndfe. ihauttiimata 
card 94 m«, 4S imp<»$i&l«. 
endgamattaf ^ a nmrvaiiout 
bagmriar'i ccurta in Inirnlng how to 
piaythagama The pacha ga 
inciudaa a computet ta^, a 
COifiniantiry tape, very wall raid and 
I whkcn la has you E h r qu g h iTif i«/iy 
piayiing iUga^, and ^ boo^c etg^.ii 
a/idg« wtfhf^mM, wfiicn ismdudad 
iDf ganarafi rofarance. Tno dams 
autCiifrioi^# piayi through a hand lor 

you in com bl nil ion wMft Ih* 
CDinmantary^lapa Thiftia vary much 
a iuioriaJ program — you Cift play 
I h rough a hind wf^arp ihe program 
onty all:owa you to play %rk9 card n 
axp^cti baaping if yoy play t^a 
^rongorie In Ihis way you bacoma 
flccysTomaato ir^e Bridge 
'c^nventioni', and <! ihQ#$yDy N^w 

10 lake IMC4[|. pid and maKe 

COrrt ract a a n d E hi& eftOitf left of 
aeof ^ng Usat ££ diffarant daafct for 
latching. If you ^ant to &«oom« 
pFOllcmnttn pHay^ng BrJdga Ihanthii 

11 an aHcallani pr^rafn, making iina 
uw of Iha computer and wt«ii worth 
Iha high pr^ 

BRlOCETUTOn 

Two programa. each a1 CS 9S. 



Bagmners and Advan-pad. Works 
Irom 4Q pra-daait handa. tach hand 
idnd to iPiuitrAi« b particular aapad 
of bidding Jtnd card play 
Conv«n.tiOhi utad Mrm Ac pi. 
fiiac^wood mnd Staymtr A&capla 
CMily eorf«c! b*4 or oard. 

GHMUHeElll 

Ghat^r^t provi^et two ga^tiea on 
one lape. a vtruork of Higher Lc^war. 
and Mailer Code daiuno [n |ha hf it 
y u g u#$t the ve I u« o Mne hfrvt eard 
turned a p and ma y gam ^ b i, 
winning Una oHiv«citd£ in Master 
Code you muil gu««i itia cotour 
cod* Iha COfnputar kali up. or tal up 
y oyr own for itia compuler lofuaat 
Grephica gonareily vaiy good, but 
playiblility laapi awiy rapidly 

CHESS 

^^PduCe#. ArtiCr 4$K £B 4^ 

There tan'r much lo ct^oo»a hetwtan 

the Cjua [My of graphics 4ti moat of Itie 

eh#it i^rogrems availati^a an are 

pnany good Thii ppograrn oilvft 

favan laveiaoi piay. four of wtiich 

are wllhrncompfl-inlon Urn* limUft 
Full annlyiii, recommandad iriovat. 
aavagama. 

CHESS 

Pmaucm: Ption, 4BK£7M 

f^ftion'9 sanp^bta graph icfl maica thii 
•neaay gemeonihaeye Voumty 
play aiUhvf blacfi or iMhice agamsE the 
eompufar, ravarta rolaa or changt 
Iha litii) tavat during a game 



CHESS THE TURK 

Author: J Hufeftttr 
The atrarige tjtia r«iere to iim tamoui 
lyrli'. a ohaas pleylfig machtna bu^lt 
in iTfttfof theVlftflnaiaCourt Th« 
mo0iTn Tyrli" it y^f compiler. 
Thta cheaa^artmn hpe arguab^V '^e 
baai graph4Cf pf any avaiietvie. v^fy 
c^afTy d#<4ried daai^c piecai on a 
while and baw ground A 1 4-option 
men u al I ow» for A wl<dw var i«i y of 
pi Ay pfrrttirrg. liUling ind edilmgand 
[hciiudai a d«mo mode and 'Blitf 
fima. where a t^me 1 1 mi i k» 9^ f or the 
9ifn« The compuler can alto &e 
uaad to diipiay tha movatof 2 
p4ayara. m it can set yp a board In 
anyconfhguratdor^ you like tor 
piAyr^g ftewspApar cha^t prpt^iemj 
out t hare art ft levei« of pity w*ih 
raaponta limat ranging from a Pew 
Hcondt up to G houri Mowat are 
made with tha ifidJfional iigebfatt 
notabon and Ihanaitia atlowt for 
ce»tJing. 90 paaaani c«tura and 
p rom ot Jon to qu#aan Geria 1 nJy one 
of tha mof 1 fititibEe. piayBbie and 
0#it iQo%Lng chasm gamaa tor the 
Spactfynit. 

CHESS TUTOI 

Whilti timited in Ms ptay^hg J#rala, 
this, game aMowi you 10 laern chaat 
againiT the computer, hy showmg 
you how You can iito play a gama 
agenntl tha Oofnputaf end aU legal 




CHESS II 

Thafa'i fnucrh argumani oi«r which 
tm actually trie bail chaaa program 
lor the Spactrum Anic have 
produced a nutntier or f^rve tap^i. bui 
Itiii on* tiftnd-i out we^ll ag-ainsl 
avaryarwaita't Thara are IQCO 
levait of play — you c noose Eha 
maximum FDiporti* tin>* tot tha 
compuler andihai dictates the 9^ ill 
level Whan pilled agimai of har 
compuler pfc^ramt, #^nic«hat 
£Dni!!5tanily isaai them « ^thay 
claimi But :»aa lor ypyraell You may 
chenge midas, add or ra move piecat, 
lifti or pr»ni oui all mowt mada. and 
Iha computer wnII reoommand a 
mo^ 

CHESSPLAYEH 

Prodi/cef QuiCk^hfs. 4$H i$§4 
The ChtM Player tpealif . a I leail 
briefly when ha announces hernial f, 
thareahar tia oonianii himuil wHri 
on-acraen remarks lii^e. ihKt wat a 
pathehc move A uteful feature it 
the abiFiry to a^iar the colour! o^ 
board and piecei Eo $y^l yoyrselt. Sn 
thill laveit yvith ^ary»ng faipciftta 
tim«:ft. A goo^ tlarfar't program, 
bacauaa tha computai dpai low on 
the lo^Aif^r %k\\\ 1avelt. which it 
encoyregmg^ Compusin- 
lacommendad movet. Out wafcl^ H 
cTofvly — it cheaii tomiiimeal 



m ovoi are aiiQwad Racom m^n dad 
movat. ietling up tiiOArd and save 
gain a. 

CYRimiSCttEBS 

Pfoducar. Insmlng^nl SaftmMf. 
fWJ4B^£BM 

Ttiit p rooram it w 1 n naf of the 
Sac^nd Eurspaan Micf ocomputar 
Ohe^s Cnempion^hip trte 4eK sida 
haa mote to^r^Jtiicated opiiona much 
aa att*rJng the eoiourtor board and 
p4»cea. pfjntoytt and game aevfnfip. 
Curaor k ayt inortmartl allowi you tp 
analyaa a mpva or take the piaca 
back Niapti movai era i^iffied 
Eighi tkkiT revtit and a probiam Javei 
aytiam wharaby the computer can 
ha intiruciad lo iooh lor e mita in 
Ofw, twoorihfaemovej Cermet 
tsmp^im with an knitruction manual 
and a Mptary of opanlng m^vat. 
Ejiceiientvalua 

OERSYQAY 

Prctdv^^ CPL.4W£SfM 
Thii ra^ iiniylation gama oriartall 
iha fun of tha ge*-gaaa wHhout the 
attdsa of atteming a rneadng: or 
rep<iai;;ei tho#a parlDur¥ari4cMit wft^ 
the rQll«d oui track and «oodan 
t>oftat Ihat *«re onca popular up lo 
liva ptayart may bm ailhar lor pqinia 
pr panfia — if ita mpnay. you ikeap 
youro^nisooii ihr^e level » art 
otf anKf and when aii it ready fha 
compuler acrolitihe race t»afora 
yourayat tmactiinaec^a} tiowir^ 
down I Q flow mption a» Ehe raoa 
n«ari- ih« lifinh line it teqwirad e 
phOloiinith It provided. Good 
Miflru€tlont and graphict 
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!The Quill 



48K Sp«ctrum 



£um 



The Quill h # mijor r»«w utility writt«f* in mftchlne eod« which allows ©vtn 
the novice programmer to produce high-SKpeed machine code adventures 
of superior quality to many avaiiabie at the moment without any 
knowledge of machine code whatsoever. 

Using a menu selection system you may create well over 200 locations, 
describe them and connect routes between them. You may then fill them 
with objects and problems of your choice. Having tested your adventure 
yoy mey alter and experiment with any section with the greatest of ease 
A pert formed adventure may be saved to tape f or leter com pletion When 
you have done so The Quill will allow you to produce a copy of your 
adventure which will run independently of the main Quill editor, so that 
you may give copies away to your friends The Quill is provided with a 
detailed tutorial manual which covers every aspect of its use in writing 
adventure^. 



From The Golden Nib Of 
j The Quill 

I Comes a Gourmet Feast 



9m^\ 



1 



Hungry Adventurers 
Volume 1 , 

of the Owil'* taland 

^^,^^. — •'*•"'''••■"■' GOLD COLLECTION s.r«J3;»;- "" •*" 








- pYplan* 

Can vou »urviv« «fKl cDmpl«t* youf 
mkiion h^ih In th« Ucv 0¥T •nttny 
tafritorv? 



wMimmmnamw 

Ofklv you •Ion* can uv« the wortd 
frofn fh« tarriblB powsr of th* 



Banak Th* D«n 
H«tp B*rt«k rKQWvr th# tiMsurn of 
hli *ncttton from the underworld of 
ntytKoilogy. 




A Superb collection of adimMUMs for the 48K J. 
Spectrum written with tlie Quill. |g 

From thetertile imaQinations of many authors, we in 
have selected this fine volume of adventures for tt 
you to collect. Each adventure is complete in itself Pj 
and is presented in the distictive livery of the R 
series to grace your software sheH as you build up 1 
the colle<:tion. jl 

The adventures are priced at only £5.95 each, i 



Dtamortd Trail 



-? Selected trtles avattable from good computer 




2 Where k»thi«cttvo<d«tth end Intrigue shops nationwide including :• 



btiM ftolen Stndive Diemond? 



O 30 Hawthorn Road 
Q Barry 

n Soth Glamorgan 
§ CF6 8LE 

S: (0446)732765 



W. H, Smiths, Boots, Menzies 
Or direct from us by post or telephone 

SAE for full details of our range 

Deafer enquiries welcome 



nf nCfl llA'fllVfflB 

WhM h tli« Mcrvi of tht d«s*rtfld 
Hot«l mnd wh«T« «r« «|l tti« gitvttft?. 

Credit Card Order Line 

Pefl^nally Mar^ned for 24 h^urf 

©: 0222 41361 Ext 430 . 
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OOWNOES 

AcQmpmlmnt van Ion ot Iha iftmaui 
Dut) gifna, mari#d tiy a complaK and 
ui^CH'lfiO^OJi M«y of pfcs^rtl tht pity 
Dorninoei mty bo larnjiksr lofni^i, 
£hjE il norl th«r* trA tvnsiblt 
ifitituction* — pfOVi^tefOiirowfi 

t»«liO(S 

P 1 ^Li€«r; Pftippm Am*qC, tSK £4. iS 
Ptiippt vvrvion 1} fomawhat &«! ttf 
at fm as pltymg goet. t^jth rh# 
familiar rrghi apgit ahapffi fna-kJhg 
Ufa i^sy. ideSi«r>g up EUa adiPinfng 
«ndt tP ftiaiLO myMipJ^ Qi iftve- or 

00 NOT PASS GO 

A v^r^ good computiir vcrsK^n p-l 
THAT f AMOUlEl GAME who« namt 
no one ^af^s un«r for Ittai o1 law 
ftuns up 10 »ik p^isf*f s cm tiht pan 
wifh 4Jl |h« uiu«l l^aiurts JIM 
l^uying. tailing. <mDrlgagm{|. hQutei, 
holAli. jiiK pMt^ng do. C^mmi^^ty 
Cri60.i und Chanca EacH piiayitr gels 
£1 50D to tlaFi itid tht sCrBf^ri 
di&ptayi all Iha ratavmnl mfa vihj 
£DMidwiirii ApadandpAncifart 
tlandy inoklgh. ^1 y^u don l WMflf to 
i^««p aiiiinB Ihff computer to lilt 
your pc*5ia*>ion4 V«ryg&Q<| 
gfmphxf wilh^n tt^iSpuctiuiTi 
j I m Mil 1 n^ T he g ■mo can b« ftaiwd 
ar any tim^ 

OFUUOKTS 

■^ni <lD>aiTt iMin id havt 



ffHiGli ooffipUiivr iflvrriion. In IM 

Trwfiond fulBft i» uMd wtti 
CDin^Mf f tniMllQ MlQitJ nwH- 
Pimmmm^^^ opposing tack H* 
§m flUtwnfilCiiSy promEHad lo KinQs^ 
TnA Qvna' PoiHtt "ttiiMAtnEL cis^ 
0Fipiii^ m^mm tH trwHiom 
fllQatn^ fiotsion tot iiiMvi- Onv 
p4iysr vwmif Iho oorriputef. tor #hMi 

14 and lor iti prlc«. wflQ r«oommandBd. 
Ovcral CRASH ri[ilng7tV niKhiknt 
oodft. 

FHUlTHACHtttf 

tha title "says «t lEi — the onfy money 
you call rota fttft Ji Eh« price dl IN# 
£aucti«i fvatyrvs nudg*. hold and 
g«in^i# wi|h good. colouHy i 

ffvpl^»C4. 

GOTQJAIi 

Pfotfucfli AuTomitt. 4tK,iP(? DO 
AMtomata'a wftrfcdn of THAT 
F AMOU S &0 ARD GAME d rf f^rt 
from I h# one by Worl^ lore e i n tti al it 
doatn'i ihow tha wfio^ ^»iil «i 
onco, prvrarring! to conc«ivlr«te on 
ihrtvtquamaUlim* Thiidon 
mi h a I he gra ph ict a titi ba e4fi*r on 
the eyo, t9ul iamov«f i^me of Iha fun 

15 w#N ?-5 players can lekfr part 
wMh me CPmpuier acting m either a 
Panher or a pJayer (uialui tiecayf* 
y04j can play m one agaknii the 
computer} Jtim EOfnpuiar i» a pratty 
mear^ tycoon ai wfjil Containi a^ry 
yiual laaiura of ih« j^ard game and 
I* good vaiwe f&r money 

WVAQIItCUiES 
PfMucm: 0mm. 4SH £4 95 (3} 
iiivider Cubee m a noveii pces^ntalion 
olSONDiiglilaaridCr^aee Thegoma 
fie p^l^ bv «■ pi«y«r wim itw 
oompuMir on louf v^fVcaf^ atidted 4 x 
4 gnoES. What ma)i(a& ihia gwnaan 



vif eiori 4 the fiMttf of titlng 
loan hnvadefi ea martwm, m Ma 
tilefliffipltrrtytnp4fly Dai^pltiMng in 
WSIC^ (he prograrri run* q^^ 'IMMy 
and wlm K any qf ifi» CJonMtng inH 
iwwni^ et a r h a i l in 30 Noughis and 
Cwfaetaftfit cQffTipyiar Ali amf]4i 
■fa ptofupied and men vofifwd befoca 



Wii^ Bpaoe nwtov IWm Itt way over 
tofheiOiwoloMaanipluaeiMtf A 
winnifiB. line rmtJlKm In ailDyfr 
r«ipervi34e iiivadari lumping up arid 
acMMiglaehjiy. The eripMa are 
aa i r e mal ^ altatitva artdiayr ra^ la w a ra 

K trie vtnkofi down u one 01 Iha 
i claiBli to ladt 0^ aka laiMia. 
OvaraO Cm^ rating ea% 

JICKPOT 

PfO^t^0t C^L. 46M £4.§B 
A fruH machlna game with fult 
ieaiurai ^ncloding, niidge. gamble 
and hold Vou nan on with 200 iimx% 
and each iprn coaii 1 A n#at lOMCn 
ki the money token roll in g along the 
boitom of me »ereen mio a iJot and 
Ihe payout, which one fackpot can 
la ha alrnof I half a mmuto' Wr itien in 
bas^, Put leaaonably fast and 
emooth 

IIQSAW 

Pfo<jj/cisr Ante, eeK £5 95 
Thjs program oontatni Iwo eomafi 
ptdiMfl^ which ana broken up tf^o 
aqMafia Qriy one pid^fa ma^ be 
anarffilad al a ttma. The ppaoM are al 
ffuldiadt^i, end ttieobvtoua ob^Kl » 
ID> ^actfaati' 4ie piciMv- if e 40ne 
againet Iha ciDcA- The iwo plAiraa 
oonaM 04 law fraphhca. one Ei St 
Oaoi^ ami lie draeofi, and ttw ottw 
11 CT an oig iMnKineo awawi ongKie . 
Aiimigin ^m game agutodgSMi to 
aort ou ii ifei« I epoA bMomai aaay 
atid than borfiig, V vy good lev younger 
cNldrefi Ihougt^ Ovaial CRASH rabng 
47%, maGhaieoode. 

iUMBLY 

PioduMr OH rwipca. 4aicrs 05 
Anottiar Jigtaw puiicla game, bul witti 
mora pie^iiai than Artic'e game oflef a. 
the object agam i$ to reaaaM the 
oggiwiji ^^ 

vi^phiM an wy goo^ wrtlh pienQi' ol 
deiii anEf smoom antffiatton. The 
iound ta Bleo aaoaleni, «Mi one or tw 
cliir«int limes fof eachpyzzlB. Good 
Inatowtoni Ovefitf C^WH rating 
it% lAiw be Msec^ *m Kempeton 
A Mactitne( 



toyelK^ I 



I'OOsSe 



LASVEBAS 

pfoOiiC^ re^pfafpon, fdfC£S S& 
Aulhof. NmfSin^mr 
This tape cortiains 2 programs. 
Supef Ni>dga'and~Biach JaeM\ The 
f irti it a If^uil machine whicli feaiuret 
the uiual opuona^ nu^ga. hold. 
gamble and crota wim The nydge 
faalure tt iiig-hlty odd ^n ah much ai 
you can't see how^ many you have 
won And thoy onty f «^m to nudge in 
onedireaion Black Jack' 1^ 
Ninioan, lha card game whera you 
try 10 get ai ci^e to 2i »$ potsible 
VOd can1 ip3it hindi. burn or buy 
eardi. The graph tci m9 good. 
atpecpail^ on ih« cards. Byt both 
games suiie^ wilti the uiuak tack of 
fun in playing ga rn^p 1 mg ga met 
agaJnetacompuief OvaraJ^C^ASH 
ratirH|4i% Programmed in aas^c 
wplh UPO 

MASTEHCHESS 

Praaucpf MfkrogMn. 4$i( £$95 

A program mxn len playing lava^. 
opiiont 10 alter the t^oer d md piece 
colours 10 luit. letting up iha board 
— gdod for pioblem to^ving — 
raoommended motrns and game 
uvin^. all make Mihirogen'ichesa 
game a iirong contender 

MQMTE CARLO 

PmHixmr. Mtcfom^M. J$K £4 95 

T*o game« on one lat#. CftHriO Style 

BlAChiaeklf^OrrtOOniansJCrapl The 
BlicKjHC^ gameA hat lin« graph ri^i 
and piayi me it^ndaict ryiip». but 
tuireri from a lack of mi fretting 
opiiortB, iiiie buyirvg girds burning 
and $p]rtting T h^ Cra^s game iff the 
fa moot dice game of American 
movies and featureea hajv^ ihakmg 
lha di-ee until you preni the key to 
^#laA^ them Despite ihe u^ual lack 
of aimofphere thai you ejtpeci vnhen 
piay^n^ communal garnet wnh e 
coFTipuiai. thit progj^am is an 
allraehve one. even add»ctiva. 



OTKELLO 

P^O^uCV COS, IffK £5 »S 
The lith Century board game 4s 
umpta IP play, difli^yit 10 win Ai»o 
known aft Revem. Ihere are eavafal 
vef4i<^it# Thif t% a Sri^n^Mi^ on« ¥ou 
can play another person, play me 
compuiar, or waich the computar 
play ilaelf ^uMful lO^ Khafmng. but 
not much iun) \i you wan 1 to play 
ancrihar peraon. men you're Mler 
off buying a real board game 
yersion COfUputer-retom mended 
fnoveaH ituck. 

OUtNCV 

Pfodutm S*vwn. 4&K. £4m 
AutfiOr Tony Ctiureh§f 
Ou»ricy If Vbmi^i by another name, 
batjcaily a l^ve^dice gam« ihat 
retembiet Pok^r D^ce ejicepl Ihai 
lha dic« are l ra d it i ona 1 1 y a n grayed 
with dots t to§ Severn »veriion i« 
probably the beal, wilti dear on^ 
iCreen instruct lont af to Ihe 
compi«jtjtkef of play (wh^cha^e 
numerouf 1 2 to fr ptayeia may laice 
pan with individual scraan csrda 10 
kaapseofa The graphiciare ^ery 
good, ano n you iik? t^^s^ dice 
garnet then Ihis wjH be a my si fof 
yo ur collect ion if a alio enceilerit 
yaiue lor money 




RErUCTfOHS 

fttjtftpwr Artie. iSKCSM 
AirtfiOf Brtmi /^Hdiriam 
h Anfltcbon^ you ere presented wttfi a 
grid in which n^iinofa C"vi«ib^} Have 
b*«n placed tf a «ovty-i^ dagree 
erigle thi object le to iocala iiem e» 
by ahiiging a iDii^ tnb3 the pid arid 
dadycir^ wtiere ^^errt^^ 
wheia Ihe beacn aniafgae irmi ffw 

KiiactT ttmeyou uia the inch yoy 
potrvto, and you are only aiowed 
iirae goee before m^ikiog a^jeeeai 
ID ttw poailon 01 t>e mmor igr wteh 

yoiiaiteeearehing Each oofma^Mm 
ntvail tfie miMr ih QMitiorL The 
«phi^ are naoaMfliy <HJie elrnpie 
The game ^ipaalf lof a wtiia but hm 
ima Eating value OveraM CRASH 
raJEing50% machinaoode. 



lEVEBEi 

jProdurcef Aitic WK £3.95 

Clear coFoyfa malce Ihn aaay on lh« 

aye. Game Feetureefour skLli Levaft 

and game aave 

KVEIBI 

EjieelPeni grapfiic^. nm^akdi levalf 
to chooie r^om end you can waich 
the computef play or play againal 
til a m achi na H 1 -rm g raphKa and 
machine code One ol Ihe beat 
veraions, bui so it ihouid tw lor the 
pfrce 

RQULETTf 

Produc^f M^c/omega f$A£4.K 
If gambung gsn^s laok eicnement 
v^han cisued fortn Irom a TV screen 
men at lean ihey musi naveejtcihr^ 
graphici lo make up loi it 
Unfortunately lha wondafs of the 
ipinnmg TouiaiEe wheel ara denied 
u j kn thkt game Ail you iea tt a ime 
dra wing oF Ihe whael while a Hashing 
nu^m ber 1 n d loates tn e wheel 
numbert All bete potaibie. lunm 
occaiio^iai doui 



Pf^4i^mf: PMtQfi^ 4$K $15 «i 
II may aeem a To! of money to pay 
oat, but if you enio^ playing 
Scrabble. youTI love the Spectrum 
vmM^cn ^ eve?? )i yoy doi^r'l tilt% 
Scrabb^, you 11 tove trte S^peotrum 
^ersjon^ Tfiafa't no denying that ihli 
it a tibuJo4^s progripn, ti aliowt you 
Eo ^ anything at aM ^u wouid do in 
raaiScrabOie. and d you're playi^ng 
agamsl the computer iX allows yoy lo 
cheat — but you viOMUctn tdo Ihat 
MipOyld yOu? Graphics display is 
crystal clear: your tile rack can be 
jugglad to make up yvorda. the 
compuier tells you whai your word 
wOt Kora and lai a you lake n Esai^ it 
you th ink you can do bel la f up lo 
lour players, the c:ompuler mey be 
orie or all ol Ihwi^ Vou can saJacI to 
ie« the computer ihinking' if you 
wjsh Only one failing, The Spectrum 
ie#mi lo gel away wiin some raihaf 
odd two- letter wofdt ^ and you 
can't ohalienge ili t i.OOO word 
vocabulary, Higtiiy raopmmende^ 



SLICKER PUZZLE 

PrtH^kjcef m r/orwcs. Idle rsM 

TTa punte H one of tie bail and moad 
DQinptatt. There iie 1 6 X 1 i iVlirenI 

tsheradir poaikTna, whkfh rraiwa lor a 
kn of Qonnbinabonat In a eenae Vw 
acrean reaembi^ a 2D Rubic ci^w, 
lha ccHmjrgi iPm biocM oi whtoh are 
itMMtd up by M Gornpuier. H you 
beal or equ^ he ooinpular'B number ot 
movaa to aot^ Wutt ooriibinationk than 
youir»glwaBgaft)4edma«a«0i The 
biiltiryDu do. fm moca readaile die 
meeaaoB bacomee. It you get laei Bw 
me oonjpular v^ vvii have ID try aga^ 
frofn eofitt^. The graphica are gcmi 
Mtoiil^ hoi important . arid the oolour 
la vaiy VMl i^adi a« is the sound. (Sitil 
lavala> Own CfUSH rating^ 
mafitwieoode- 

SIARtWUK 

m 

Aijmoe.J Pftbrt^etr 

Siar tr^iM m en iniergBteGtic venion of 
Mooopoty' wl>tn a Ittw vanalione. The 
propady boan^ if la<l ou4 m guile a 
ditferanl lailKm, biJt be*ri aimfiitaa 
in thai prapertiM come m btooka 
depending on tnaa punghwe price 
niige. Tiiec « af a other reoogniaaiaie 
ftaturea kKe GO. Jan (of Remand 
Bto^), a sale afaa (or Di^qlEj v^ 
ohofKepif^ Thepropertkaa have 
axobG namaa tii;a Ptiotkia Jo or Cerea, 
and baiwaan i end g pi«yen may Ulie 
pwtaq ajfwteachomef andme 
compyier (of Tradlar). The tnainicliQne 
er* Oh 0r>a elda ol tie lue and the 
game on ma Pilar. Ja^w gyne ia run 
by oompuler pnmpli fve^ghoirt, so 
Mu pf esen^ no real problem The 
griLphkts ^0 effioenL although a ^flUe 
hard id read becama pi me cremnied 
ecraan datai. and me colour could 
h«w» bMn beOBf uaed ID I 



mwal dMi aAecL An eluve awnge 
^Wjjwgiigi ^a irae wno ne tne lype^ 
OhWB OnASH feSng 66^ macfiina 
code. 

SUPERCHfSSlI 

Prntvcm CPSottmstp.4M£?M 
Thefe has been much argument 
beiween Artie ar>d CPSoliwiia ouer 
claims for thit pfogram, Ariic saying 
1he>r aqu4valen! game beats CFs 
ever^iime Mev«rtheiaas. thii 
ver Hon t% very good:, wiih c^ar 
graptiics, the option to change 
playing Qotoun and seven level I of 
play Sevf ml ttarid ard openi n^ 
prE>g rimed. Focom mended move 
and a vcrry helpfuJ MEtP which wilt 
Ei«l ihi a^aiJabieopliona 

T1tDTl£F{|UIFr 

Ptoaucwr D/a em So Hwm re. 4&K 

Aiilhor S Niifyai 

AnoSherOnaarm ban<||lgama wth 
nudg*s Molds, gamble and pckpot 
payourt ^iiibie al Ihe SHJe of the 
di Splay T hi% i» a wrslcn we t^avent 
been a pie to eee yet. ao Judgement i* 
reserved 
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VOICE CHESS 

f^ro^ucm AftfC *BK £9 m 
Wklti iimitAr I pocffiC Aliens to the 

'Ch«,&' progrftfn I ram Aiiic. Ihrs 
vertlon iMItltJklt y&y throygh >^ur 
pamt «r^ tfialce coFfitmrntm. S»v«n 
&v«ii of pliy. 11 vo. rtcofnmefuded 
niQvtt. it4 up lH»l^ Af (xxl K>|fd 

Yjuni 

Ythtii wriicfi ail 10 g^l9 C«lJ94 

It i complex die* yinw. nol unlike 
poMr dK:» ii ii butd on th« ihrow 
Ql6<aic«. wniclii ifi ifiowii in ihi 
iipp#r ha^( oi fhfl «Cf«*n,»wiTita ih« 
^w«r i^air f^Q-wft iht pc^sf tcofta. 
ptirt. tfireo ol i l^mil. full liOa&*«l£- 
Si nc# twlwMn 2 irKd Q. p«opt« can 
pliy. ri can bt party lyn tima. but I 
iltH Ihmk ihii »orl ol gjritifii wOrlii 
heli^T Hnh«v«ryan«fa£irTq tflwirdt, 
rtlN«r thin in ■ Ein« wmKhkng TV 

a DRAUGHTS 

PtOOulof C f^ Sonw4f0. 4&K £S§6 
Oddi^ «rk&ugh. c<^iruid^fcf^g how 
ifTiAAy chois. rwwFai And card gamti 
vtftioni. thm^Aio. in#*o i» f«iiil|r 
only Ihift Dfay^nif progrini 
PtrhApft thi flAmfl Is ToQ Aimpla lo 
«jicii« pfogrAfnm*^' atierition. 
wt^iCh t»Oyld ^« a mktlAha. amca 
DrAugnii hi quiIs hard lo play riraiJ 
Inere ira ion \»v^^t of p^Av Agamti 
IMcoitrpuier iiivgsi maws rafui«d 
ipid yau affl< lore ad Iq laha piaca^ by 
jump^no <r iJi«P« 1$ th« opi'D-n Pi^cvA 
ranching t^a DACk f'la dppoaiE# vm 
automauc illy irkcda miD kingi Gooi 
valua tcK monay And ona ci c^fl more 
ati«ori>iri9 Mard gvtiaa, 



SPORTS SIMULATtON 



iliiiiB3ia in fti ebmfu\»j icrten miy 
mm cDFilnrf U Ihi vigoroyi lulun 
Bi I port. byE i r^umbir ol proarimfniri 
bivi turned ihtir tundt lo ilmultUng 
WliMlpi3ftf With miied success. II 
tm! pltyinfl l^<ni an your Sntclriim 
Ii ismewliil mgn ictlvt ihin 
ifUchifif] Ihs real Ihlng gn dlly. 



BOWLS 

Jltff/lor 0tr*lr Jon«s 
If yOiiVv fed up # i E^ ^a p pi ri g aJ tani 
Dt riMn ng t ou nd Tti» i ace I racK, why 
noi r^td^d lo tl>af»ace ar«d quhcl of 
in E r>g4 hwh towiing gfe^ n ^ t m i 
gam##lftra thturvifGei ol Ifi« 
corfi|iviar «s a m^liiidf raUi«f th«n 
pllytr Nffw#an two opponenta, The 
C9ni|Kil«f throwi lh# lack' and than 
tiCilfriayaf hat 4 altarnailNA turns 1c 
baml ttm Otoi^^ tMf^g ttt get your 
bwrt aa cioa# to ih* 'ficli i ■ 
porili Qffli Cu rid r h. ay% S a nd B are 
uiad to deiai m i na d J roct lo n of 
tfif^w. and I he fir^r^gin is 
datirmmta by cfiooftmg ihe vMiglit 
¥ &UI, a l^aaviar baJi going fi,vrtbef 
Thtm it a iWitMe mh \ch 
ikiijifamAlicaMy thow^ hOw elow Ifit 
bo«li v0 to INp lacii after eacfi 
llhtom TNagameiinfAirytTtaculed 
EhJl iufftri ma common fault of 
ipOfis fttmulanoni ^ th* ^h ol 
i^lkrnaie leaNty ui^lvininatiht tuiift 
ntquired l-o play it HOV^avtr; it HI 
Q'OOd i/tLu« lisrinoney and M-kll 
doobfietiapfiaal to many Oy«rall 
OUSH ti ling 5 7%. g Odd tl you IJ ke 
tf»tid«a BA^eC 

QUUIPffiNS 

Ont ef ma HUlw gvmaa on toodwl lor 
IW SpKlmrii . which fHCui*! noing 
JiM^ajb baf*jyp*(gyp proowfton arid 

nri^gtipn 1 wvi aa vtai mMlWi 
fianiiaivac Tlw« w ^^ tmm in 
wih MSw, KkdRQ j^n»vif . snd 
you GW pi^ iny fiiinai w TOJf cwHi 

ifi€ play 1 ganivt 10 gat pipifiottd i 
yw fVKh tw ipp of a dMaion by m 



o4 OtvUlon 1 . ttwv ia « Qhvm ol 
ptaying ^ ByropBinCiip, Pl«y«fa 
may t>a bouQfM torn qiw cM» and 
^om ffie tnan^iar mprtc*! tfuHTiMH 
vary accdr^ne ^ ^ P^^^n >Mi 
hivals. Fackn audi aa (pia money 
«id w AQi um mn tMh«n ir«9 •qcoum 
M w«l «■ rmdom elpnwiia inter iha 
I ol NiWiH whicti may M you 






luuHfdi of DoundA of dHfiHia 
^isn an no of^^ticA^ and Vte QAitie li 
Duii last 10 plAy W^annBAsic 
OMeni CFUSH taung ol b3%. 

CHAMflONSHlPQMTS 
Producmf Sf^m^Cm. fW 
AiifhQr O Lock*f{ 
You m^^hl Ihinkt a game of throwing 
iitill w&u3d ba dHficy It la iransiata 
Into A compuier game. I^yi Shackjw 
Software navQ managed very mceiy 
mihitcule and g«nii^i game Afttta 
fina liEle cerd, a large. Iradilionai 
dAfii board appaari BKpreii»ng 
any k«y you Iraeie a fa&t movirig 
iwe^p lir>e. wtiJfhdatariPineithe 
iftigrn«nt ^Q-urdAJthiiihsl At Ihe 
ti«M II a Cf D4» MCt^on through |h« 
bioafd fth^wing m« nrrgi — double, 
alrtghi. irtbie. imgia. ouier bull, bull 
lifB*l«Qant. ajmpi« and v«f^ 
tffeciive Aifimiblft 
di/no^inal^uchon moiiethowt you 
how lo do IT You can ttf ed iha 
numb#r Ol pomn requMed far a 
gam a, eni«r iti« iuro piayen' namea. 
and the iHOgram gyidas yOy through 
three iho^nn aach turn You mual 
finith With A doubi^a or bull ol eoufia. 
PerhApi not «j.icliy tMCiting, ^l a 
fme game and worth the moiwy. 

CRAnGOLF 

PwfkJcfMf mcto,4m(£&M 
Thif game wofika -Mthifie Odrrah 
MtofMfia#chuniioatrtaiaiBinfl 
caddhr . The guiM tofe«f» iit pAm Of 
A cniicy goii ODuraep (II wtiich ysu fmnt 
gel youfuM AKiurid twoMadiA lo 
putt t Oiivci^ !• inMlt^cpoimar hn 
ttw lop Mt liwid ooffw of friA iCfwi 
Th* ^na ia takrty diihCMi to ^l«y. wMi 
ihg^naqijtaringgw 

ttlTACllOh AfKl KKOa, TnA WW drAwlflQ 

And H^iAt might hwe bevn Af> 
Anthninp QAint bifTHi out 10 bA otity 
owiQA. [OAOtng ai^ bt a proiMm 



Ido. JottittQlc Kaifuaianh Owii 
Omm i9iiig4»irmAchin« ood*. 

FOOTIALiMAMAGEn 

ProatiCm:A^^tcUif^ Gmm^^ 40IC 
fd.SiS 

Authchf Kav^n Toms 
Uhi v«ftAUy Agra«d aa on« of tf>a b«ii 
ol Spectrum gafFiH ol any lypa Thia 
m ag much ttraiegy as tkitiytaltoh aa 
you ehoOA* A !a*m Tfom e4 on ol*er. 
And try lo work you^ way up Ifom 
Division four to wrn the FA Cup The 
l>ACkg round lo the game is quita 
rvAtitlic^. with piayara locifio trrsngth 
value And gAining it by rvfiing a 
mALch, morata «or terming w^tn lc»1 
mAlchet. ^eciiri^ng Crowds arnd 
laftuNir^g loas al gale money , and All 
Ihe ii&chnicA) and Atrategjc problema 
olAOJutjmahagef Having sei^ctAd 
yOuf leant, studied The opporwnt't 
doaiier. you can nt i^utk and wAli^h 
the I y Ely «nhmaitd edned highiighci 
of Ihe matCfi* An amaiingly 
angf oiAing gam* with mv^n ^ve[i 
ol play arid highly recommerided 



SDLF 

PfOitiJCOf AlrfJACO. f0K£]f.95 
For I^K u-strrt ihi» »5 a very good 
progFam w^th quicKryaiiambled 
graphicA thai ^lAerly thow potiiioni 
ol l*a gr««n, lAirwa^.bynheri, lre# 
hiiardi and f&ugti Thace s ho 
animated golfer At m Ihe V^rp^n 
game, but il't made up for with 
cleariy vpiitila bAN» ihai foiiow a pAih 
ol your ihal You &$n l^npyt 
commands to uta a t or 3 wood of 
g^yAntlrtngth». o' I -ft irohi wti^ch 
aan wehihet you want a sofi ^ hard 
MnKa I r y u p^ifClf bai ween 7 a rtd 9 
iron, you Are rtaliiUcaJry aikeo 



whalher it ihouki t^ a chip ahot or a 
PLicfi Wh««i Mth piayam ar» oh the 
green ihfl ACfAAn leroUi lo a cloaa 
up whic^ uAfri A 20 loot »ca)* ior 
fudging trie dtilanc« ol Iha pult Th« 
only drawback mtgnf be a lendarwy 
to Crash if An incorrecl variAl>l« it 
entired An attract iva and 
r*i{K>nAlv*lyfAiigAin« Ona/two 
playAf* and chooAe how mmny holes 
iflplty 

SOLF 

AiififOf Dav^O f/lO^ton 

(n this vafSion ci th4 iiobie game, 
O'nd 10 lour players may lake pan 
And pEay batwean one and eighteen 
hoiasv choo44ng handkcap^ up lo 2e 
TheHHther (worte} your handhCap 
Ihe more erraiicAMy random your 
sholi become Th«re>anopl^non 
i\w tlubA With a choice of strength 
t>elw«i»n and \0 WPven your 
ftAitChon rkA4 beeri mAde And yOu 
j haw* tstimated ihe compaat point 
<|Nvction m which id »wing, an 
animated goOer ipp«ar» ir^d hiu the 
ball. Once on the green a pulter it 
AuiomAticaliysaiecied WhiJ4funto 

play Ihtft Art iAv«rAl dfAw&Aclct 

ThA grUiM«**rA vary ilow. each 
hole DWio Iwllt up chare ci«r line by 
charactAf uha. The ranoom guainy 
of the -hapidtcap tyiif m undirminea 
jt» value — everyone i^ouid choota 
Afero hAndiCap' And Ihe compaiA 
point A are needieitly difl^cult as 
North keapa ^iltJngdir#ctiori with 
evaty hole W^^ral oFaIJ Virgin have 
been selling iha gamA imth a gjarhrtg 
bug - when ai^ed if yQu would t*kM 
enoEhergan^. th^re & an inCorrecl 
commend in the BASIC which i^tppt 
lh« progr Am dead, it i Aasiiy 
cof fKted but Annoying. 

aLF 

P|t&tfuc#f Artie, *9*C £$ K 
Sub-litlod St Andreuvi. ihiigam^st 
bH#d on an accuraie r^produchon 
of the wxxid lamoui go^f course 
Each hdl0H& drAwn ome showing me 
wall known deta lit and a Driet 
descripibon and hislp^ryjs given One 
Ol two players may la^e part, playing 
%0top*f $Ame or vngle hotieA af 
the I r c ho ic It you are a lited whether 
yau Wkih lo use d wood or iiron. 
strength ol shot, eKpreued as a 
(Krrceniage. wheiher you want |ha 
shoE tD go sfraight, lade or hook, and 
what Angto Aj^nving on ihe green ilia 
screen Cuts lo a cIdsa up lor Ihe 
putttng The gr Aph h:::^ Are bla ck o n 
geiMfi and very gimpfy drawn The 
program ki in BASIC SD afi^r lypir^ 
m figures you EhjTiR. i^yt words are 
Accented sulo^A he ally The 
temptation lo enler W lor wood: w^ll 
Mtull in A break inio program — the 
mAin drAwbACk ol An otharwise 
iniereshng game 




nKKKOUT 

AiUhof: Q. SmtKion 
ConpiiA iQAlfiM i» computer or up to 
3 plAy«n bn wtiAl ic Aftectivaiy A 
SipAdrum vwsion of Ih* popular bqard 
avna-|W»Mnd' Theot^kato 
%w«^ A bal e«o 1 Q Aha«i*d bo«rd, 
rAboundng N oM the oomAr WAit. lo 
odfTifl lo r A*t in fkmfy diilnAd ittirill 
Ar«A. ^ACh playw hAt 4 bate lo A 
Avne, oppocwm lalung it m iumA lo 
plAy AAm bai oH tiA IranlA- The bai ia 
pOiAiQned on 1»i« sIaH Ine wb^py. 
flhd VI anolv and urandhdeiarm^nAd 
for the AM i k« po«W» 10 hnoeli aa 
ODDonaitf a liaA IniD a baPHar fir won B 

KEksn ThiAhaagoodooiivafaionofA 
-playAd gam* lo ihe tsompiMr, 
and riMtigliiioi pafttodafty Addicvv* 
In ihA uiuil AAAM, optiinty has ita 
owm^hann and ii iiwpii)^liie. 
Contot keys Afs tmwla and dona ID 
on-aCrMrvpromcIs Genaf^lyaodd 
valiit, wvai CRASH mbng tf^ 
macfiifia ODda. 

raoL 

Avthof H FAh^J 

A sudden flurry ot JnlAr etl in Pool 
makea lor some intamAiirig 
ComparkponA One oi the newer ones 
ts this vArslOfi from Abratco for two 
loei^iif ptiyeri. W4th the Opbon of 

Kyir»g a Mgye At viuAl. the oii# 
I IS con ironed by aim all curAor 
doi - in this CAJIA Ihe cue ball travels 
lowafds thecuriof. which ia 
com ro4 lad by use of the cursor itay s 
(slow and line tuning) Or the zero 
key f&rf^si posiEJonmg A very dear 
strength 5 iir ^ndJCAlOr it u|*d 10 
determine the dkiiarKa the cue ball 
whil I ravel, arid is poinmned with 
keys S or a 4 niin/mAiJi. Considering 
die i I m I let i oha of ihe Spaclr y m and 
TV icteens geftefAiiy. the graphics 
are quite good and tttn moirertiant ol 

the bAMs IS Convincir>g3y ACCurntA 
though terribly busy Game rules art 
a close copy of tti« real ganie. the 
bsMi are marked as ipota or siripes 
and you tote a turn fore loui ihoi 
Goch3 

rm 

Frodi^ar Sug-iylA, IdK /5 J5 
This version I i unuiuAi m tfuf the 
cue&allcurtoririay be placed 
AhywhAfAi^n Lhe table, which alldwt 
lor gnaiArConiro^ Over Ihe fhoi On 
the otiiar hand 1f^ is is nof a very 
close copy ol !ha real game tn 
addihon to the eye t»kl, there Are sm 
ot^er numbef Ad bans (you score the 
value ol Ihe polled imli^ and each of 
the two players takes ii turn, playirtg 
IhFOugn uni^j aJilhebaiij have been 
polled or he has missed threei 
COn$#Culive poll, or polled thectlA 
be) I In Ihtt lAnaa the game it a bit 
limiled TYiA'praphKA are clear 
ftMhouQh mora (is« of coiouf could 
lutvo bean made — all iht baiit ara 
red, but much b«ggar iha/i m The 
Abra^O version Pre di^e probably 
makes periect. lor n nn t ti easy to 
piAyasiUookA 

POOL 

Producer: CaS^ tWi3 9^ 
AuifiCir MikB LrnmH 
CDS have dona vary wau with thii 
v#r4fOn It i»n I A ciassJ^ Athpa or 
spot game There are stx bAys, three 
red. ihr««biu« TrwounOf movAt 
round Ihe «dg0 of the tab^ wilh key 
S. picking up s|?eed as M goes. A A- 
biock bar indicator ituied tor 
stranglh of shot, a aafisibie 
Arrangemerit wnera each kay stroke 
adds A block The graphict are very 
good, with nasi movement and 
pei^haps th« beat si of^ ping allect ol 
any of ihe poot/snoo^er games 
AvAilatile One or I wo player gam*!. 
icor»ngar»d hi -score Good v*iu# 
Macfi^nn code 
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RiClHG MANAGEfl 

NM fllnii0yi fuN •fmudioin, ttiJ* 
UffiiP Il4t ^^ov ^liv s trvinar and Htocl 
frit honH jpOU iM^ I& «nlariQr R 

t^vouph ^ lh« DwtFy kM win Ml 25 

dWi. wn #ttoh nfitttOfiQi hA0fi^ Bt^ifini) 



■mMrtriQ hofHV iniD fwsn ■ ft: dm bv 
fM^ DACk witi prt» money ind 
I w ihi rioH. Eacili hOTM yoy 
mngii iMnQS AMprvHwd 
md flpMd tedoft^ ■. twd 

tA horw ilGiH. Ai ihtM lacMiTiwI 
b* lifctn ifilo 100011111 wtwA BnltfliiQ i 
hcrat*0fifw aiii^ bgft i*i tf ^ETO 
■ml £1D,000 may to placed on any 
rauand tian you can eft back and 
wMti frt# taoa lUrlonQ by lyfiof^, c, 



up. vmi:h OiHy Ih* 
Llbagraphicaara 



llvaa lurtonea. ' 

raaaenaiaia and ttna gama qtiMi 

oompaHng, aNhou^ iha pacJkape 

ootid hav« baan itronoar V If had 

inoludadaonn* mof* lactvUctf dau^ 

oniha aaotartea of baiting^ Ovarai 

CRASHrMng60% 

MiTALllfUMLf 
Pmduom: 0»wt, 4aK £d 00 

TtM groH cMi of> which (h^ gamf n 



h*afamouflona, 
peDOiwn li daanad 10 1» aoowaia m 
Miai Id tv ival ^«ina. Ttia Qbjact hi 
topliv a iwndoniia ie hcita in tha 
Mat nunter ot iholi. Drac^oa, 
a raji lypa o f ihol irnjaj ba^ 
baaflnQ in mind tia taniivi 
A alfnlar IbbIi aMAMt OA Via vaaik' ittt 
ip^vipi^ <a ■* ii9nQiiHr ana viaffmfv fiaa 
obAu Imiiafions raanlmaraalinp 
■la* ID tola ffitf flaniaa on raal 
oouraaa, bui mra ara baCtat 
irnpiBfTiafiiBDDnv Or ma oania 
Owadii CmASM r^iiig 4St 

tNIMMB) 

^^MtnarVMorw. fSXCaJO 
Author ruTt Sai 

A vaiy Qood' ^^mtptomaniaaon ov Via 
oiaiafa game wi^ a ouatoimaa iiair 
iMican to mo^y^ad -inwaton owttia 
taoiPr A oa mora aoprappppno man 
moai Dviar anoonarniooi •yaiiiaa^ ■ m- 
poaaMa lo aalad afin In tf^a gama. 
^^rai^ica ifi awin^ 
lufd n 'iMt whan aaiaoohQ a oo J ouf to 
□toy, biJ ihakMwwTianl^^^ 0ood. 
worici wn^ Kanipaion (owirttefc, gpod 
Mfructtona. oi% £>^ m J*val o( 
couna. Ovartf CRASH rtilnfi ftSHk 
ooypo navaipaan ngnw omrof zrm 
prtoa. MacMnaooda. 

SN&OKER 

P/Otfuc»f. ^fEilCi f SK £3 95 
Wilh ihe mimmiJiTi apac« dnoiad to 
icara (inM cr amtHHiiShmanti, Arbe 
hav« pr&diicad about iti« btOQH»st 
piiyinq tibta ICK Ihtur g^m« ^Arhich ii 
i C^AitkC liM colour, rune red b«li 
IniiMd of J rriovrnQ cursor, thv cu« 
ehIF Fidkii64 A dit^ciion ^ndtcaiof 
l>in#controlkidt3y The curi^r k^ft. 
ind 1h« 4trer»gEh oP »riot it gtvan oy 
y^ing kay« A to Z Thatablnia 
corrvotly marhad witi^ D und spoti 
Qall^ p^Qchelfld appear m m grean 
band 41 ihfl tiate of e^f^en andi t^a 
acora it lutDrnalfeariy ka^l and 
#lapiayedf at ma baia ol iha libie. 
Thabahk coiauri work quria «aM and 
|hemov«>Ti«ni ii F«aton«biy *rni3.oih, 
aJthQug h I ha ba-i 14 d *to p very 
■uddanly. Machine coda 

STARSOCCEH 

Thi» It 4 gijita d^ffifanl #Mlb#i 

Same tf om f oolt»a#l Manager by 
ddkcthv*. ind <t retHy i compular 
verfion of Ihoi^ old f&Dtbaii garMi 
w^ara yOiJ conlrotLed your men wdh 
rods end handles Kl's designed tDf 
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rwo piayaci. but airica you n#ad 
much dI Ihtt itayboard. quk^k change 
Overt 4 re B$senti4M After loeding 
yoy are pr^icnted wuh 4 Super 
League ol eight wsti li^nown urarni 
and a Jeegue actinng teti^e Heving 
dacklad which tiom #tch m to piay. 
iha two appona nti ma y 44i»cl a 
elaying fofmaiiQn- 3-2-5; 4-2-4; 4-3- 
4 0r4H.4'2. Tha ^ayir>g ft*i^ no* 
fApaare with all dia nuin bored 
piayafi ol eech »lde fef up feady for 
ihekiCki^H Th«'p4l4yeni Arenol 
inim4t»d tpgurni. but numb^rord 
ai|iiafei. umiinA ih* we^hknown Atir^ 
VM^n Pa&skng th«b4Hisdoneby 
aalaciing the playefa num&e' To 
WhOfTT yog wrint to 04**. and the 
game raldoa along with pcih gidet 
attefnptlfiQ 10 lacJcle, intercept 4nd 
i^re goiJf Go4l Kicks end corners 
4 re feilured bui noj $fde thrown 
Thki it rifgh^yaddi^hve topl4y — H 
cou^d ^vern be ihe and of Ic^ibaH aa 
we know It 

TIST MITCH 
Pf Qiiuc e# C BL ^BK £S 96 
ITiii game should bowl over 4 M 
cncli;ei fans [non-lana A^IKind Jt aii 
doub^e-duichi Feat action wiih no 
W4 It 1 1 m eg m4ke9 It a ipaadad up 
vef Siiton ol ihe re4l ttilnp 
Panicipation J4v«fy i^mvied. 
however, you re aJ^owed 10 M^ect lha 
bowlers m your laam and order iha 
b^gEftmen. byl front Ihan on the gtma 
runiitiel'r4uiom4ticaiiy Only in (he 
event of 4 good mtdf teld ihot do you 
rmv% to vi up and dacide wft#ih«r 
the butmoA ihould riaM a tuh or not 
In tsct the odda laem pretty good 
4Jnce 11^4 fietd#Ft tn 1^ wary 
4Qcyrate long ahofaat wiciei 
F eat ui^s howcfati of bowled, 
caught, ryn Out. ibw, and roFlowe raat 
cfickM vary cloaaly lAcith lh« 
axceplionot Auatraiiari baefcanton 
the aiXth, 



SIMULATIONS 



Under our hndlngi i SImulailQn 
flime It dm which cAnfQrmt t& the 
dallnition thai tl lUimait to timulite 

ml tityatlpm e^ i micriinJcil nitura. 
and trijl p.irl of Lhi Qime It 1i> utf 
liltrymin] ditplivf h mnir^^ Ehi 
liiiit u well a I uiyjt vituti guiEits. 

ADMIRAL GRAF SftE 

P/oefyc«f. fe/npiaiiion ^BX £&.^fj} 

Sal In t^ South AfJanlic during Iha 
Second Wartd W*r, th*i g4iTie 
retreatat the action i ol Ihe Qtrman 
pockvi b4tiLeshipGf«rSpea The 
41 m It 10 i^nK 4lll«d merchant 
thkpping and turvi^iFB al lacks by 
allied baiiieship» 2 screens provide 
you, BtCapt4in. wMh 4 tea map of 
Iha Atlantic and indicate your 
pcHition and $hii of enqmy shipping 
You can dirflxt your irup luwards Ihe 
enemy, and when ciota enough, 
change lo e i4B i«wei vtew ready 10 
engage iMih either guns or 
torpedoes insi rumen 1 1 1 how yo u 
youf speed, handing, enemy 
posriion and dislanca m ylf ds, On 
Sjighltng |he enemy,, his ship appears 
^rsdusMy above tfie tioraori. If 
armed, it begins firing back. A 
sarioua drawback is that to keep the 
fine my in your gun tjghti you 
actually have 10 come to a slop ^ 
not very reabtlic The o|ilron menu 
tor controlling your ship ts alto 
aKlrameiy f 1 nic ky Average tslOC k 
chai^actaf graphics, g 000 sound and 
uaa Of colour. 7 tfiiJI levels Ok«y for 
Ita type QveraN CflASH rsiing &4% 
iASiC 

AJRUNEN 

Produce/ ^ro*t*, fW£5 K 
Take commend of a modern BAC 1 - 
1 1 jal alHiner and land it safely at 
EdJ nt urg h air po^ f ou can also tai«e 
oh and tamj at a second airpon. The 



controls are nacanansy timpnf lad 
honi the real things, but they are 
compljcaled enough and lome 
knowtadge ol how big lels actually 
fly haips. Thef a la no view through 
the cockpit Window unfees you ire 
on a corraci liighi approach psih. 
whap Iha ru-nway lights will appe^ 
ixtansfveinstrucliorLH lookn 
daunting. Out are woflh di^gest^ng to 
ftiat you don"! have to psnht il Ihe 
last mmute Operates <n raal lime, 
^y! thingi happan guickiy when the 
air port 4 1 approached < Sensible, 
dear gra^h let, reaaonebie control 
raaponaea, aii in au an abaorb^ng 
gaum 

CHEOUHnPUW 

Pm$UC*r Pmn, 4BK |d.B5 f3; 
Not the dainiitva SpacMiTT vafidon of 
'P^Urn Ptmarw m inany hopHt biri an 
anoaiani adnUMcMi of moief racv^ 
Kara you mav dnva thfva dMarai^ 
typaa ol cai aroui^d tan dtttefom rsoe 
Ina^ia- There ere nootinr can on ttia 
road however, ao thia laaVy unl-a 



?s: 



hnl 



Vary laaarifMWt 90 aliaci to iha road 
ana naiaan vnaaaipp^ wnoi ^uiea 
inc^ucia mad hAa •» w«l. Hazttida 
4nduda bands. w«ar and cri on tie 
rtnad and giaaa wtieh can causa blow 



good map ol I hn whole area. t\ takaa 
many minuses to tiy o vef the whole 
map Initrumefit f lying is esienilal lo 
iuccesi and. es ususi. Ih^^e it a lol 
0^ accompanying instruction 10 
(Hgetl Th9 CQC k pit via w hs simp^a 
but Oddly raalijiic. ir y ou enjoy 
contemplativa games ihsnthiiis 
aihil one ot Ihe bat!. « it hough waich 
out for some oddillai it you tr^ 
loofiing Iha loop — iha prodram 
doatnl Baet¥iloco|»wilh t>iaii 

THEfOBIST 

P/oc/ucer Pntpp* Asiociatai. 4AK 

Auffi^r: GrMfmm T ffe/jp/i 
An a mail ng program which 
iimuiatet the spon of onenteei'ing 
— -^t managaa lo to much mof a 
th an i sport iltnuialion An 
anormout araa of g«ography n 
aficiowd m tb4 program, only a tiny 
bit of it already m sppad for yo u 
Included is a is pomii orianieer^ng 




FieHTm PILOT 

AuilorrOwvaMaflMi 
One I9f tia laataat aiffiutabon prograrrii 
yat Voy am in oomrol of an F f S Eagle 
capatria Ol aoomioga ap«a<t and a 
O^Mngapaadof aooimoia Tto 
graphica n ttw Makumara panai 
vary impiMiiva and atotf iia i3li 
tofcnaiy 



thoaa apaada! A many ofter opttsni on 
Lafidlnci Pf actica FlWia Trai'iinQ 
Air-lo^ Ar ComMt Pracbde [aivf ito 
iwi ttimg}. mn^ Und^ig. Croaa WInIi 
■nd Tirtuianca, and tM Vila on tfine 
auivveb An aHoaiam UAP tacwy 
may to aelactad. wtidt ahowa ihe 
kK^aiiona of ew tour 4jr baaea you are 
pf ^ a wa i r ig in iha Ar-lo-AJf Con^b^ 
mode Enemy aiwafl a«a aaan bn wy 
good jpp gffipagtt w and fia dog ipNa 
are Iil0ily ftaaia&c ■ DatifiHafy one of eie 



It igrt liRiuiaiion gamae ^ the 
SpaolAali wM aaay oonaoia and 4JT 
e w oe i ani Iflhi manual, Owanstt 
CRASH rah r^ W% macNnacodia, 
H^jniy rBcommanded- 

FLIGHT SIMULATION Pro&uc^: 

An eirly Spacl^um program, and 
always popuiai. ihli stmuLeiea the 
affect sol hyjng 4 srng^ seAlet light 
aircratt. inciuding landing and 
iBking off There arelaimerdi (one 
very drilicull ar>d surrounded by 
hiiEsi. Iftkes. baacons ends vary 



course for you lO complete in Ihe 
shofteal posliBlSt'ime. checking 
each poini in ihe corr«ci sequence 
The display showi you The terrain 
SiJi metres \r\ ffoni end usesiym to^ 
for the different terra in, ireee.. 
thrubs. lakes, towns etc Special 
poi nt f eat uras are disptayed as 
maiaagaa a nd %n eye ievel indicator 
tells you w^hainaf the ground is 
fallir^ or risirtg, so you can eaiJiy 
loJiow the contours In addni on Y^tu 
tan go oif and Chan the unrnapped 
areata The program wMl draw 
conlour and laf rain maps lor yog or 
make up 30 views A massive 
program, ekcellentvaJue. 
recommended- Qvefsll CRASH 
r4iingBd% M/CahdeASIC 

MEATHMW-ATC 

AijmOr.Mtkg Mgf§ 
II you gel a hllte {^ueaty I lying, you 
could aJ ways have a go on the 
ground as an air traWnc conirol^r — 
in Ihis cate at iha busy HealF^row 
aif porl Vou m ust d irect 1 nc q m 1 n g 
flights Irom tr>e holdmg ttacics tafe^ 
onto th e ru n way Y ou r 1 r^ 1 r umanis 
l4ictude rsdar. showing the iircratl 
call signs, biipt and trails, displays 
gMi^ theamiude and bvaring. 
naading and tpa^ and sue of the 
sue raft There are 7 levels of play 
including a dem^mode. and yDucan 
prngresi lohandlir^ miked Iratlic. 
restricted airspace and outbound 
frights, as well as cop* w«th 
emeroanc^es like unknown aircrae 
iniruJi>ng, radio failure, loasol 
runway and on boe^d ifistifumeni 
failure. Alter ihn you'll^ hwer fly 
ageing Recommended 
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ELECTRIC SOFTWARE SPECTRUM 48K 

THEY SAY THE WORLD 
WILL DIE IN 
FIRE « ICE 





Send PO /cheque 
Electric software 

l3Cfarendon Road 
London Ell IBZ 



OAVItiC LOCATIONS 
AbeflEVrA 17Qh S JlCCfPTlD 

mmtEo^xE mMwomm Tints 

AM AIIAUM WfU 0^ HUHOUn 
FTJU »*nmiCI10l« OH LOADMa 

1-nm MAOHtNc cooe 



See review in this issue 




Immediate 
Despatch 



h FAl'W Wf«|tB tAy food pi i 



SPECIAL OFFER 10 




■* It p*l rl^ b«ll 



000 44WK* ■•' 

w m m w pft«ii« Hmotp 



READERS ONLY £4! 



1 00% FOR ANY m/«Kte 
ZX SPECTRUM 

LORO MAHRV Poof OW lOrd Hftrry rir»-t |ual 
spe^E a w«oh;-9nd m ttia country 63iai« ol rva old 
idiDOl frlMid Dflm^^ H» had a wof^lffrfU time 
M ynlMuniltly h« dwic J ITM 105 rnuc^ 
€taM Ofi Suodiy nfghi He kxpt h^ wty end fel 
lilMp irt th^ ^ardflTh ll i$ now Mondcy riWWfldi- 
Utm Hany hn iwoMm lo tw bfigtHnaai d fliy 

nvfi |un nrnifTKHfvai rW ImlM HiWia DiQ 

morrwtQ fr iMaioo m th* Hdum of Urtt, , . 
AI*o i^Qmcmtit3fc9 with al populv )o^«acka. 
neiu^ig Kanipa«on, |n(i»rtaoe 2 v>d Cmor 



BULL TABLES l2xB 

rfilll^yint #'i-i ^m ''turn 



fiffll 

Fift tutuft 



lifM 



IHiiiltblibrtiinM 

HA^VKS 





9vn« of ^feiMC' eewli. Vow Kwv cho 
pl>y Fifit ft a V. Of i t t M m m"* rim lo ID 




ONLY 
FIRST 



£5.50 EACH, INCLUDING 
CLASS POST & PACKING 



Trade enquiries welcome 

Tel: (0554) B2CM73 



[lqtus-sph^t 




rwvmivv 

PnOORESSIVE LEVELS 
.1 ^opuiar joysttefci 



Available irom 

CRASH MICRO 

POSUTRON 

(Llanelli) 

& ah good 

Software sellers 

DISTRIBUTED 

by P.C.S. 



Send c^Q^ue/post3{ oid^f lo: 

LOTUS-SOFTi 43 MAES ROAD. LLANGEI^NECK. LLAHELLr. DYFED SA14 8UH 



Nftm# .,,,,, 



Addremt 



*»■*** i* ■ ¥ » - 



LORD HARRY 

HAWKS 

BOWLS 

BULLTASLES 



Tot*! Enclot0d 



Tick 



(BLOCK CAPITALS PLEASE) 



CM4 
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HUNfERKILLEfl 

Pf&dutm Pf Df tf *, 4§K £? m f I > 

Auffmr Rail nopiffm 

Thii 11 1 tubmarmQ aJiviu^ttion {|im* 

«^ Qtf tn^ COA«l of (^flfrnAn 
H«l«gOl|fid jlMorlh S««) dijrmg tfii 
B9QonA World Wv Vqiu irv 
COifiifiiifder of *n S" lyp* iubniir1n« 
tiKl yotif miction it to find mn nnmmy 
tu^ in tti* iAm« ftm* iTid rtuni it 
dowri St^klnp foo crqse to fl^e c&iil 
may reiult in you^ ft^t^i^9 ii mifto c^r 
running igrQund 3 screens shgi^ 
you ih* control room, lh# chan rQom 
■nd lh« porlicopo vi$w c^l th* 
iurtBC«„ Thft kmlruniAnutiOli li Quitfi 
compK^i. mclydtn9 l>allail mdicafof . 
nft^ ropia nei b anery c harg*. e ngi n# 
ipA«d, f udd^F ingl0, i^viding, andic 
BCJio vCundftT ind much morfl-. hn Iht 
p«r>tcop9 you miy ie* «n«my 
fthipping ■rhd!»n«myAkrcJ'afl which 
wkVi huni you if yQu tiay on ih« 
lurlBCft iD-o i-Dfig Uiidar wiitr you 
MM f4#ctr4c flngin«t irrd rtchafU* 
1h& bJLltQrreft on Ehft frufficv- whan 
you use a dioivi «ngin«- Tht 
*CCOfnpanying baoklst it v«ry 
d4Ftail«d «nd aai0n.liaE r oil ding Good 
frlphits amd r«6Usiic tOijrid. ffltl 
ti^mtopflralton Ovftrill CFIASH 
ritingdt% 8A.SIC indM/C 

MfiKTFUTEt 

DmticaMy upgriMd h-om th«ir 
CHiglnal 'Highilllio', Ititt Hyihg 
t^mutpikon illowf fou lo p»liot I lighl 
lirerafl a I nighi. tihiriiQ oM and 
la ndinq or do acrobatic s N « w 
fttturm tri a ihltlinq panpacHw 
wfilch alidwi you io »«« iria corraci 
vifw of ihe runway lights Irom 
whtlwtr apigia you approach Itie 
akrport. many mom iighis Iroin 
■ urroiindirFg Nimlatt^ind irsalitNc 
ehangingi angins nokf« dapafiding 
DOfejpkWd |niirurn«ntatkoniB 
complex and ineludtt vtrlablo n«p 
coniroit 7 model of of»riiion 
ind udifrg two buKo-pi»oi mo<ie«and 
1 tra^mng mode, -irnd 6 diif icuHy 
letraii. Aftur-llighl ^tCNr^al laatura 
aiMl eaitk^calM |Ktnl-out 1110% M/C 

tTHIKE ATTACK 
Pro^ucar MicromMrl 4EKiB.95 
TtMi acanaif io promiii^i in eKc«44«nl 
flm*^ your mission ttl Phantom 
pMoi ii lo p«n«lrali} DrHfirny titrilDfy 
and bon^b a t paoNad targai. 
Si*cli*<l again it you »r« A a, arullory. 
SAM m^iahiaa and anerry rkghltn. 
Enlry poinUi at 70 mjl0s. tO.OQO l^at 
90% rprm, 40Q ^noU and 90 degf ii4 
liapBding. Chincai of attach dapand 
on thi fligliipirh ^ batow 3.000 feet 
iftara'i only a 1 0% chanca of atiachi. 
wfnicti IS «tMI v^ry trei|uanr The 
IftChniqua f^r avoiding toUi oblivion 
k» 10 laraak C^rd turn|i ai 4 or ^ S«fl4 
and chan^a an nude faptdiy lo mvmd 
mi34iifr» II you stick to ma rulaa In 
the x2 page rnilnual you will l34a|>la 
10 aftc ap« e¥fif y a llacfci The d ^i p\»f 
shoMTt 1 radar' piiclure wi^ih you m 
Ihacantre. largvt ko Pt boni04d. and 
■namy poiitiona Tha^ n are iitO 
^aLltldkaapaad haading, ralo o1 
ollmb, largat dittarkca arto 4iii/A 
m«iaagaa tor anamy attadt Th« 
poof yanahon of attach in0 ilow 
dliplay spend (BASIC) and th« nol 
loo iKCiiing graphics aia a bi^i of a l«i 
down conuoafinglha pot^niiai. bm 
4t you ara Mn onlhuiiafll of RAF ilang 
you may appraciaia tna axtra 
itiataagM at ma pi-oo' ai^ n ^'^f a^^ 
byaFi LIJ T F DyB? 
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STRATEGIES 



U|i the dlctlinirr. It 
Ginirirthlp, ttii trt ol win 
minigtifiinf ff in irniY or irmlii In i 
cimpifgfi - irt dI muring or ditpoitinfl 
diopt or fhkpi iQ II td im^^m upqfi 
(hi em my tni pUci in^ t^mi iFtd 
GondNlOiit for IkghUng pnlarnd by 
Dntifll. TN bm ilriliBv gifM 
iltimpt Ii itmuliM ntl candlllMti In i 
widi ipictrum {ihiiril fif icllvlUit. 
ind UK ¥QLi Id mi nig I pur I arc it. 
whtthir m^ bi irmfti M ind mw. 
or >n iwkwird wf^k forcft MqiI 
codifiutor virElaniiri Itngihy gim^r 
ID If I Imparl in! to bi ibli to sivt 
Hi 111 liir imtbm convinlinl timi 

JURUME 

FfoductrCCS }6f4QK. £Sf^.OQ 
Stan Qif Ailh C3 ifiillion and turn in 
ifito £i^0 4tidlion and la ha over BriUsh 
Airways. Hi)icli», ftlJ-ihes. cras^iet 
ar^d ntlrvg fua<l costi all taka ihair 
toll . If you enjoy frireiagy game* 
rovoiving around empire buiidini). 
then CCS »r^ the^ f^opi^ lor you. 
Clear nm\ and iikuslraliongrap^^ 
Good tfaLu« lor mo<i«y 

IPOCALYPit 

PrOiMiV fi^d Shtfl *BK £9 »5 
'Apocaiy^$«' Lj a g^ma of nixJear 
dtfvafitaiiDn li sa long ipo^sided 
lQ«d and a game lor 1-4 pla^ra II 
zmn Ii k e b«l w«4n f ou t h ou fi ar^ 
lo^jf yaars 10 play and ii you Oulgioiw 
the aoanftfko. Beci Shifi hBv« othairi 
to Bdd on. A targe seleol^on of maps 
allowi tha action to la he prsca 
anywhara and at almoal any p«ff iod. 
You S9l up fh*4mpirv«. I heir 
canlrai. flia^r arinie^ and wftaporify 
Thki It A vary flvKibia gani« of F«al 
wiur idftleov which shoul^d hwp the 
addi<1 gotnp lor a Jong« tohQ tim# 
Vfrry good value 

AUIDCHEF 

^fOd-ycaf CCS. W4aK iSim 00 
Vd^i have a million m cspilal and 
must irihcraaia thta to 2§ miMlon in 
the short#tl possible 1 1 m« The 
probia ms yd u m m I co.p« witA 
i>ncJud« wflry itiif«twKfart Who a re 
walohing your w«ry mort*. 
atlftltlfig your per lormanci and 
wr»o may even tocee you to resign it 
yuM'Pvnol doing ««ll Inrialioh, a 
eluggifh econoiny and copious 
striket ir^ oiher problems you will 
faca in this UvaLy sUatengv IrOm CCS 
It'i all irary walk aaHing lait food, but 
how f aai it Iht mor^y? 

BMM 

Pfotfucar. r#mp^af/oo. 4BK 
Auffior Simon MMmfm^d 
Thagama ti tor 2 to * playart and 
takes you &ack lo madieira^ nmm 
(apan from one noiad 
ariichroniam|i. At the ttarl of tfw 
game eacn play«r 4s ■warded a 
casile, lands. wofh«rtind iTvoney 1^ 
the forffi ol dubioortg" Thacibj«et is 
lo plant your acraaga. feed your 
wOrheFi, hire mmcmrnrtm [and lead 
inem). buy them weepons and rs^d 
your n«ighbouflng b«f om lo take 



money, ftlav«t and lend S^a¥«ser« 
u&aful baeause thay do at much 
wor*: oA your wor^ipr} but onfy «at 
half as much food Tneweepons 
youF mercoru/iai carry dapend on 
wtivi you tpend and can include 
lasafs I?) If^mn are rviural dl«asierfl 
to contend whh hka piagua and laii^ 
end a you feed your workars 
generouaJy Ihey'lJ giv^&irlti lo 
babrftt Games oF bai1wa«n & artd 55 
movosinay bepF#-telee!»d. tha 
winner being tha moit powerPul 
btronaf Itieend of lh« tt^ctad 
number of mov«a. There ere no 
graphi^e^s to $peait of and iha 
response iirtiHss. are Quite long. 
OveralT CRASH rating *6% if youra 
rnagroijp. BASIC. 

UTTU 1117 

Product CCS .4BKt6 00 {2} 
Thit prmani w«Hi Iha 1 iS3 Qern£>n0ge 
Award, It le ■ L^iwemfx betw^ 
corfvwiMlofiBl wwgvnv vid chaee. with 
ifw boird, or wai zwie, laid out not 
un^ik0actie«sbO«rd Th*oppo«lng 
■miaataoaeaoh Eitw hn fermftitsad 
rwM wtfli iw biAi «« between 

twf^. rm MM dtbmam eha 

bwMd ¥W#c, mlFMw wMer end lomTi 
Eftcti iidatiaai Mnft f f ie ry unts. 
lanht, caw ^jflj iftntfy uiii Tlie 
obfect of thfl QHiv le "feo Oi|Mt7W tha 
oppofient'e Kihg. Hie ui^ili mo^ aaa 
group, but can be epM Lip Ir^ 
iridlvkibalibyftetefTvJn EachunfifiaA 
Pis own QharaderutKa ^ how mu^ i 
may move pec lum, and whpi: Itffaiii 
iyp# « may or mff^ not croea. TTia 
mdvas mm prompted on ecTttaa to 
Qktr^mefy complex waiqvne 
tnrtnjctkwi f* not hecieieify ■ i ywi 
Ml* wMAfnea. tfte Ii qui* AA oiliMI 
oompc wiVi miaiorifliHe gr^prica 
dMie fte BASIC Amueliig 
Mtttieleni ifi m* 2-pin h»d, Owml 

dUSH rating 03%. 

BfllTISHIJWiAMD 
P^odifcef GCS, 4&K iJBM 
AutnarHA Wvili 

If you v« eve/ thoughi about puitmg 
the BritJth car ^nduttry beck on its 
t#al hefe i your chtnca^ You art th« 
Chairman o I a smalk sports car 
com pany. and by ca raf yi 
rrytnagemont you muat accumuial* a 
banh balance ol El ^OOXKW At tha 
start you are presented wilfi e b*f 
chari showing the lasl 6 monlhs 
production, ti^iAogram showing days 
loti over le&lCL months, a sletu» 
report, and B bank a ccoun I sno 
profit/Jois account lor each monlh 
From then on s monlhly oplion 
mat^u allows you lo. open a rww 
production line, ciota one. raise tie 
prices ol cart lower ihem. or 
Crommue on wnh the other probRems 
in hand The» include annual pay 
neootiationt, mduAlnel iri^ury. t 
widff range ot uniori damandi Uhe 
longvf te* breehe and shortef 
warding hours, end discKpime 
problamf like pi Mark ng Trkegama 
^If^s a Wide isnga ot strategic 
opt 1^0 ns 4 rid lakes i ri lo sccount i h« 
morala of your worhlof ca il you era 
loo auiocfatic Good:, clear taxi 
graphics back up iha wall tfiouflhi 
Dt/E program 

OORNCRQPPtR 

Produce C€S.4BKm,m 
Okay cornbelis li ma to gat your 
hands dirty down on your 30 Acra 
larmi Thanas tha buying ol se«d 
crop to do, pti:>vighkngi, olanlmg. 
\trkg ati ng. n ervetl i ng. s lor i ng. n I n ng 
ol har^i. spr aying ttie bugs and 
hee^ping en ey« on Ihe bank bslsnca 
Waaihar plays an importent pa/t. 
and at utuai WJth ihesir gam«s Ufa 
juit itn f a dodd^ Goo^. cr^ar end 
colouflul grapnicL 



CONFROHT^TIOII 

Tfiia is a wargarrw lor Iwo ptoy«r| 
verms eaohothoTp you canl ptay orm 
agamei vw Dompuiir . Tlwn k a 
muier program lovMohvaMua 



rteeildedHon#ta 



I gMme. but oiheri wfl 

telier.i 



ineludM sMhi ffw ^ 

bcDOfm vniaMliiier. Each p*ey*r M 
g^v«n 1 2 wioui unrls wh*^ ha may 
move acrotts the map arxi whidi 
hriAide many modefr? ^q^ vi ^en tt IM 

en eerter pev^od- Uke moi^ otfwr 
UitilDrlefi waiwrtet, e«h piey«r 
rmvlfivwaal liia units iii turn and by 
one equtn- Thie rrmkm rt e kmg end 
inwo^Md ijime uiiMMy 10 apaaai to 
any one eaisapiwyMfBawilets. Tto 
acncn Ii ««nf cnHmed and Ih* 



ymfcro 
erviieitf 



h^mdwihout 
prw^i»H dw grapNGi are ^ow 
beCMii ol IhelASlCin when the 
profpvn is wrMil&Wli CFIA^ 
i«ing4S% 

mi\M 

PfQdu€*i CCS. 4m moo 

The name of Ihe en y has becoma 

synoriymouB with oti and JR The 
Oi»J9Ct it to laka 0V9r Ihe E wmg 

Empire o^ betaktn owr ijy them <T 
you losB A map df iha Dalles tf aa im 
d(^de4 into e gnd and you are 
oHeftd the opfion of iNjytng up likely 
■lies ^or dr H ftng Y oii can do turiiwyt 
before of ahpr buying, move r>g:B to 
ma ftila. drill. t«t up production and 
build pipe hnes. Tha more 
I uc cats f u I y ou era the mora tJ hely 
you lU^ 10 be hi! by ^bolaga and 
Qih&r disasiart Qki priE^es fiucluste 
ell the wh<tie. ailectir>g your 
raw*nu«e A good stratagy gainv on 
titfl whole, although the random 
elemantt do ie«m to intruda loo 
ellactivaly. 

OCTATM 

Qnm of the toil uf ty times from 
OK. You>PB Just bAOOfna PmJdiint of 

flitim&a. an #QusEof lal banana 
^apublhc. Your reign will ^e bn#f and 
unei^vlabie How long &an you 
eurvkv« your greia^dy and h tied secret 
poilC«, bullying army, irnlihrkg 
tuarlilai. bothersome commies, 
tno^^ose lanoiowners end ra'w^'ltmg 
pe«sanii&'> Money ft^dy be borrowed 
iTOm thfi J=iu9sians or Amertcant (M 
thay f e«l like It | A^ ihe ga ma 
progreaes the options run tliori 
Can you make n foa wAtnhy aiUle of 
will you die at your pott7 
Recommend*^ 



EVEntST ASCENT 

Pioaucw Pichmti ShwpMfd 4§K 
m50 

You hive 2Q dayi lo reach the 
summil Of £ye#«stttArthng ofl ^ith 
limited luii^ I money comes m from 
s|»ineofe if you seem to be doir«g 
M^K but it Isn't cradllvd to you ii 
you've torgo^lan lo buy a radto) Yoil 
mutt hire Sherpss with homely 
names and s^arymg strengshg and the 
habil of d^senjng ^u if you re not 
ledpf€|Hirlv. Their equipment end 
iUpptMSare niptinsive snd I hey eat 
ihe hcftst Nasi graph'Ct and me 
lamitker prompl rr>eny Torbuymgsnd 
moving about It lah«i torfbe getting 
in[o end early expeditions tHiiilly 
laai a short tima until vou faalM 
what's naadifrd most A good 
average 





GANBSTIRSI 

PtOifu€0f CCS. 4$H £e.Mff/ 

AuUhdrPScumn 

Tne ob|i^t fff ttiit emyikng s«m#m 

lo become tOf> dog ol Spectral Dly 

You're gAng liadw up a gal nit 4 

olher rival gangs tryir^ to own me 

City ihrougn operaung tpeakeas^et. 

ditlili«r^as. casincjt and brothels 

l?its can 04 dona by buytf^ up 



CRASH May 1984 




e a Superior Alien with your very own CRASH T-sliirt and 
sweatshirt! 



Grast T<«hirtt In hitfH&ialiry 
1 00% OQflon wMh douM tlHcMne 

Ittilfig wMr Thm srias, in birndk 



£4,50 inci p&p 







Fa&ftMiCahtrtaaft 
long-«te#vml, hMvyoMmy mm 
neecY Uned with douAiltaNnB 
m netiAc oncf ateydsr taami Ibr 
dumbdiTy. CoiourfuL rrK^hine 
MvA^hitte fiavy Uiie wt1i!i CRASH 
dMign In thrw ootouiv. ThrM 

SiZM. 



£8*95inclp&p 




CRASH T-«li4rtt vr £4 SO S; J MG LO 
SWMl*hkr1 . £0 95 SU HD LO 



I endose Chsque/PO payftbie to CRASH MiCaO £.. 

PlHiii* iitow 21 d«vft fiDf d4i»rtrr 

CRASH MICRO, Freepott, Ludlow, Shropshir* 
SYS 1 BR 



By lid yoyfiM the moit oompreh^nalve mamjal on Spectruiri 

software ev&r aeeni Sa^e your Issues of CRASH monlh by monthi 

and turn thetn Into tJtm tmta oav^r writh the fattening soft »ntr«[ 



slL:«4 




FREE IN-DEPTH 
INDEXI 

As Uoyd Rtangram menUoned In 
hts leti&fs pa^o. h6's been brid to 
get rt loMitidr (w^ vfl gmsfCKftly 
proykleo him with a iacond ttny 
^mSk) and orgaima «iY hndtx tar 
itii ^2 issMi yQii# binder wW mm. 
Tm »ndeM la ibaolulih PME Id 
anyixie wtio oridi@m tfia liKlv and 
wii te smt aytomtflcity In Janu- 

mako sure you turn your 
iSitiaiMiiiitia CRASH Spaolwn 
Softwtn EwyctopMcUp! 



1 




Ple4« WXi —CRASH Boidftf tlj al £AM 

I towaraaM ofKlen p^eaH add 40p} 

I t endow dhoqumPOt .. pmyM^ ^ C^tASH lilCnO 



^^ CRASH iilCHO, 

7 2"^ rRE£f*OST LyDLOW. 
• X SHOWHtfli Sfl tBft 



viM^yi joinm, rsiding mo^ of your 
n va I i & ribmg tha Appro pnlt* 
authorities, liiaisj ruling youf >rivil 
gin0 Itidtrt find gof^tnlly cviryhnp 
on likfl in utt4r rD!l«f Th« lu^CMt 
Df fttur ^nQ mn rmif haavily on tntif 
numbflfii gquipmentartfS mon|«. alt 
qf wHiciPi mu»l!iACari|irulLf 
ntgijiated Th«g«m«folFo#» the 
Iraditional itrti^gy formuiia ot QptkOn 
ift«nuitJii] ratulli The MOial 
Majority ii^i unlikqly l^ appr q¥«1 
Q9O0 valMi Ovfff ajf CRASH rai^r^g 
St% Orfaft9ili;i4ri4««la BASIC 

tftar BRITAIN LTO 

You a re ^r I mo M I ^^f »r or G rtlt 
Britain and youi aim ii tq sisy in 
p^wtr iS J c>n^ as y ou can Haw mg 
cncwn wtiich parly you ^^h to 
ri^!<vtani yoy «M prvvanifld w<th iti* 
Hatfr 01 Th« nation. |h« fala ot 
infraifeon, ynflmpioyrnflnt fala. 
qjcchjinga rate lof iha pound and 
dollar, yoyr [wpuEafity raiing. 
nalion'i balance at the binli ami to 
on Faclort taken inio a-ccouni are 
poiHilaiion figure I Atut relationship 
of OAPi lochMdren, irutt^beir ot 
compnies in tiutin«99. EaA mcoFwle 
Irofn various iOurcai, t^tptfidityre 
lot the prtviDyi year, and itie p<40H 
of Gomfnoditiei, The ganafal aim la 
10 woft towatdtme Ganarii 
ClfcN^Fi and win *t A hhgl^ty 
GompNiJi program whioh lahei you 
10 We thrilll ol El#clion Nlghl — and 
beyond (ii you're b tucce^i} 
Ricofnfnendeci 

BElERUELECTtDi 

Author t Wuan »^tf D Wiflit 
Tha obiec^l n to wm m^ri aiaia in 
partkamdfit man yourqppoailion jit'i 
a f ea k si i c wmulatiori tnyw ay ) Them 
are too conai^tuerr^iea aptil up iiilo 
tiva rooiont in Hch region *«ala are 
f ridto MV91Y Stiftt. Sara. Meroinal 
or Vary Ma/gmal From irie I il le card 
ot Maggia tTioyi^ng the game'i tiUe. 
ht'i alE go. Unfortunately tD rnuct^ 01 
Iha game if a dice- throwing t»oard 
game and it'i beMi by pii«i of 
confui4ng initrucilcms ai ^^omplex 
ai an eppianafion of Einatem't 
relativity Laws In the end, ramef 
boring lo play 

INHERITANCE 

Pfodocer SfittOflWeft»nSXfl3.95 
Thi's IS a twc^ part game Great Uncle 
Arbulhnot \§Cm^ itn^ yiQU mh^rji 
hla«ntira effiale, btii lirat you muai 
prove your financial acumen by 
lurning £1 0,000 1 mo id 00.000 > n 26 
waelii by ^nvaahng on the siock 
market and the Metal EMchanga VoM 



can alto gamble al tne caatnD or al 
th4 facet- Oni^ on cctmpieimg pan 
Ofii oan you load pafi Iwo: nef e yog 
liiwf g^ the manor houie piut ^ti 
ailing tolf drinks ladory The aim ja 
to find me loeret formula for 
Paradiia C^la end 4ucc4^sfuUy 
markal the dr ink wh^Hl coping wltl; 
fJrea, aluhea ano fraydi Tne gams ii 
all lax I bul It moves at a lively qacc 
and it piayatila ff om iha itari 



irSONLYROCK'N ROU 
PTO*UC«r: K't$i, 4eK £6 QBO} 
PW of 1 doublt bill MMCh Tomb^ 
Oia^iia L niAher Kle ol tift tape 
OQmi*ypl»ienioli. JTa Ontvflock W 
Mof purporls lo b« Ih* soiiol i^iim 
gams WW* you pM yotf wto vira 
thi Mtibitlwd t^t^ iniuiryii 
beoanH' a DOD sIh Hairim idioHn ■ 
rwne tor yoyfViif foii om do ponosflSr 
feDun^ make nowoa, buy iMua 
syn^OV. HrHe' vv raoora ot ase 
sooga, and titrs youfse^ a m^naoaf 
Mdi the mDiiey you hi^« ai the start 
iloing any ol Owe fi^igs avoepf Wrtrifl 
■ fisa^btnsn manaoef to oui of fh* 
queslton S#i#d CONCERT and wuH 
be told txjaking ii tto^b yixir lifie. The 

abngwnengtiieiirfy n the only if^iy 
wHumvH In wMI m ott^nfrivi ts<Sotit 

«fid ufkreali^. Ovwftti CRASH rtttmg 
41^ BASIC 

JERICHO 2 

Pf0^uCi»f if^Qfrgffi, 43K £S 55 
A leil siFBtSgy game m wtiiCh you, 
af JtJsnuA have a g&^l bringing 
down the walls af Jerpcho Voli are 
provided wMh cenatn t^ege 
implemeniA like ballisiae. battering 
ram*, towftra ^nd cam. plus 300 
men thean ittoaaaign memo 
pantcuPar taftKt while luggling wifh 
ihs nec«$»»ii«» of building tunher 
siege sngines. gathering ihe 
maierafli Tor ihem. keeping food 
f uppNai up and aits-eking the weak 
poinEioi Ihe walled eiiy UnfMrnen 
^»«ri — iisaiQughiiifs 



P^C^i^cer Arffc 4fK. £^95 
As Ihe title ^f*. thii 14 a computer 
l\ gal w pui^ie T he p I'ograni co ntsi nt 
2 piciui^s. an Did iteam rrSin and St 
George and Ihe Dragon BOTh 
grsphict ere very nicely dona a nd 
can be seen fora ffash during me 
loadifig, r on f^fSftiJ ng the He 1 p key 
During play the pitturem are divided 
up into sguarti and muddled up 
You uift ttui curmor k^ysi io st^ufHe 
them inio itie co^roa loQuencsi^ 

Depending ^n the Hl«ctSd Ikiil l«v«l 
there Are mora or Eeu i^iuftr'BA to 

shulPie Our rev ^ev^niou nd iris 
game amufting and ddiicuif at fi-rsL 
hut unable to hold tne attention for 
I ong Ovs ral 1 C RA SH rati ng 4 7^ . A 
gams w^h a ditfsrencesnd ^iksiy 10 

t«>PfllLHO0U2il*^S 

JOHNNt REI 

tothiofien ipeciaHie in battle 
itralegy war garner wnich roqui^re 
houni !& pEsy properly, involving 
military unili ol varying st Jen gttis 
and related '^Areaponry Hach player 
in turn Laal]o*ed lo mpve tOittsorail 
of fill unili their pr(HOrdain«d 




ni^ ber c I tguarei . and then ua* 
them 10 a itaok The game is set m 
the American C Ivil War and the tdaa 
^ to c apl u re the enemy u nifa llag. 
T he grapih i» fsnd to be vnul I to fit 1 n 
ivarything and n taksi soma time to 
gel the hang of r^ow 10 play, but once 
mat's dons mere s hourt of fyn if 
you like war atraiegy garnet n has 
proved i^etypopuiaf 

mit 

Producef V^jgm Gamer, 43K£^ Gi 

Thi-s iM a pujf^i* game wtisrq the 
obiecl n to U ?2 irregularly Shaped 
ptecai mtD a square shaped grid On 
ths lell 11 Ihs plank grid ^ni^ to Ehe 
nghi Ihe 22 yan -coloured shaj^ta, 
tsct> ideniif^sd by a latter of of tht 
aLph absi . To ^ 1 1 a pi see you sel*cn 
Ihe one you want by pres^^ifig the 
appropriate key. whereupon a black 
cursor doc appss/& m Ihe grid wtiich 
can De moved by uimg ma cursors 
10 (he centre of where you want ti^e 
shape fit lad (this it th« grrd: square 
which CO rri-tp ndi TO The iq u^i e 1 n 
Ihe th ape whore its idnnt-ifylng teller 
issiluated) Tnsstiapsmsyi^s 
rotated teiore fitliriQ uiihg ksy# It 
may also l>e removed Irom the grid 
by ujingkey n. Looks simple hut is 
U kely lo ta ke a player a lofig 1 1 rn e to 
sort but and If you like these puzzlat. 
offers good ^ sii^ O vera n CRASH 
raUng5;]% M^'C 

LOS? 

A^tho^ Jo^rt Hunt 
L09I iS a graphics suryivai adventure 
You are loil In a foreil clearing, 
suf rounded by mountains wfih only 
9 dayisupplyolioocf Ti^reaf* 
ahimais and makes wtiich pop up 
now and agem and may i3e killed M 
you're quick enough off me mark -" 
or they may ge! you A ci^mpiex \i%t 
of g^aphKC lymbois at mt &iari tsiit 
you what you are seeing, iruii ireea. 
caves . waier . lettiememt etc You 
caA move 4 characf ert ai a limrs. ^ut 
mts allowance decrease t over poor 
lerrsm Wsathsr plays an import«n| 
role and beiw««n each move the 
weal her fprecasl is displayed Tliis ii 
built up so slowty it renders me 
game almost unpiayat^e after a lew 
minuEes Goiour. ^fapli^csandi 
sound ari^ ali quite well Ihough oul. 
tml m tnre end it tsece>m€s md-re 
baffling than enjoyable Keyboard 
response IS poor. no|OystK:k option 
geiieral rating: average CHASH 
overall 57% BASIC 

ini 

Pip<^0C9r i^icen^m. 4BHt$S0m 
Auitor. R. (Mm- 
TTie ttme ii now Can yw do befter 
tii«n MagM and rtde out three terms 

QsfWiiBicte fis? This hi0Hy 
ficmpiwc UraiiBy gyfie rurts itefifl 
CAirvmbond Ines of tiMrtng s menu ol 
qpaom anfl pB o We m a to be w*ve^ 
Tou wtl hAi4 lo bilifiGe tfie book? 
over suchiiiiiiis M VATh income 
Tax. Govt Loans and ConirKtt. 
CorporatiorkTait, Qrants to industry. 
PiMc sector ^>*i^dlf^, GcM wafse, 

I hiM I ■■J A^nM& 

unempioymefii p^Min. 
CM* AtawwwH, Fowpn AidiAd 
MiiftitonbDmiwtng Ttw 

Evolved l^i^tg ^^3u tf4o 
GOnttant 450t^T!*ct ov&r tfungi like wage 
ha game it aiPCompAn»ed 
tcdM A ^^Mtet awdft To 

RuivwiQ Bfttiifi'. The Itxt Is dwly ^^i^ 
oucandreepondiCMiiDinputi TTiiis 

no toy goverT^ment giin*. bui 1 fiiiy 
tslCNim pimsm thai ibouid tax 
mnrns bn«^ CMra^ CRASH raflng 



FARM i 

PrDdi#car: MC Lof^lor«erv ' i^ i^SO 
it yo u enj oyed tl adweed' or 'Jo hnny 
Reb~ men yOu willfmo Parasa 
suitabte lolEow up Theobj#ctisto 
bring ihe war lo a iwifi ciose by 
destroying tr>q erwm/a line ol 
comfnunicaiiqn — a bridge. To do 
this your tS nr^sn ve dropped behind 
enemy lir'nn They mByPe#quipped 
with S dillerent weapon^ and an 
unFim^tsd number ol grenades Aim 
Ihe previous war games each man 
may be mov*d according to a st rict 
lable of squares allowed, and then 
allowed Id l^re befofe Ihe enemy get 
ihvir Eurn LinitketheS prevkoua 
lillSft. Paras hat tar m Of e 
complex i[iea buitl m and w^ll pfovida 
endiesi ty n for war game addicts. 
3 right gtaphics. bui n^any symbols 
to digest Good instrucTio^t 
enclosed on aiealiei 

PLUNDEf) 

Pr&ducwf CCS.46Kmm 
Author D Q £vanj 
Plunder is a pretty maiirve strategy 
gams whs re you imd yourself m 
command of a Brrtiih Oallaon with 
|h« ob|ect ol stopping I be Spanlarda 
from funnirtg go^d from the ^w 
Lands to Spain There is a short, 
medium snd long game option with 
3skiliievtitro'r«acti Th«scf«psn 
grVBS you a 6igh resdul*on mapol 
the Mortn An Is n he. divided mto 
squares by a grid Vou move ymrr 
ship i bout with the curaon. seekifig 
enemy galleons. Iroop^ipa and 
battleships Ii one ii«nipouniared 
you may sti ic k i:>r retreai Ai lai^king 
gives Ihe option of linng or boardir^ 
ot both Finng on s galleon ^may bee 
mistake — nf 11 sinks ihen you lose its 
gold DeperKimg on your baiiie 
smi^cess ih^ moiite factor of your 
crew 9o#s up or down There are 
several pom open to you which 
must tie eni ered v 1 a a n arcad e style 
a^ustice for docking in port you 
may iske on extra crew or weaponry, 
have repairs made, buy Food, leweis 
or opium, or sail if yOu already havs 
any The d tipiay ■ nf ormi yo u at all 
llmej of thegoict Mopped, gold 
acquired and spent, weather 
condihons c which affect finding 
ensriiy shipppin^}. number of 
vhdories. f^en losE. ships sunk and 
SD on T he len gth of Eh a ga me ts 
determirNad by the nurti^r of movers 
you make, and ihesj^ are also 
dtsp iayed AI h n all . an enf e naming 
gams, but one tfml can become 
repelitfve with playing, 

Pm&oemr CCS, 4&K ^.00 
Another sisndard Irom CCS Jn 

whie'-h you gel only 1 2 wseks 10 
make the pfoin wtiich will stop me 
bank irom closing down your 
printing busirHMti Wcrk scheduling, 
f tiffing, pufc ha^^ng Mft6 esttrruttog 
to clients lor their work are aimed to 
lest your bus rness acumen to the 
hflH Each month you reeewe a 
tMlance sheet to see how well you 
ha^edisne Tnn 4s a text gams with 
opIIDn menus. 



ttllVATlER 

PrQ0uc»f MC Lotmott§n. *#« £4M 
Iff a ^>ofl pr^cftfeui rtl^t^ti Vti^lsti 
thai this IS an updfUed ZK91 progrsrrr 
and looses like il A 3- phase naval war 
gsitie wh^h gives you command of s 
Aoyal Navy shipfigt^irng French 
Privateers iUs a &uitaOle game for 
an iniroduction rnto the whole baltfts 
sirategy area, but too simple for 
hardened veierana 

heq BiUDN 

Pfodycer WC toJh^or^rj, 4iK m ^0 
This is a ^esi nme s^moiaikm of 
Womr War I plane Eo plane aerial 
Combal With yiou. as Ihe prloE ola 
Sopwiih Camel, pit lid againsi sir 
aces of I he German sirfurc^ A tnmn 
menu offers S opuoni; Enemy plane 
spotting, which al lenglh she>ws you 
whal an enemy plane Is doing 




id graphic: duplnir. lovDipl pfay — 
s^m Ajm IS. C«mpiiigfi g-ime, m 
mhith anarfly ^l«A«t *r# ttnl Up 

iQiinif y CHI OlsiQn your mm gaint, 
wTitfe you cmn atlir lh# 
ipecificatio'^ic^t fne plifi«s irrd 
pioti.tncjQuit Tr!i#fiiiamprdC»^m 
w^n what ifiiighl bfl a rvolKy gocxj 
f imt. 41 !^al The cockpit vitw »i v»f y 
duorKnfmg il an tntmy ntdnhjnd 
jnaa you g«l a ¥i«w ovvr inn back o I 
yf»ijr ptAna. mhK^ dOA4nt ^«0m v^f y 
i^aiitjac — It s itmc^i ft» mough y<»y 
w«fv ftytn^ back wards, -or t id«v^ayi 
il ygv ^h l<9ft ar nghi Qontraii^ng 
youi aircraft takn »om« g««t ifig 
utfrd t6 an^ that ml tiiHA 4il*rn»m »i 
l»htery to piil oil thoot em up uddpctt 
HQitt^r. lot ihOrSA who trif o/ 
l^mulaNdifki. Ihli ortft r«pr»ienu 
liirr/gpod vajytlpr rrvprwy 

IE0WE£9 

A i^ffiart^ borrowed from H 6 Wolli 
puts y&Li in criArge ol LQf>doii'l 
diltJrKt agi^nil tl1« imading 
MirtUfi war ifltCHifHlti, whila! sefn^- 
iti^ilitfll Rttdwftud ihr«ai«n» lo put 
yOUlf pnil^ oul of 4CMon as it grows 
iffDfflhamAp You hive many and 
npitd untia irofn h«avy artillery to 
Hiinilhif^wvrs iyf«d agasnti the 
i«hy«H]^- Your i^nvmy IS Hiriw war 
fiwciNfiVf and yoyp la^k n ed i:>mi 
H^ink Eh#nn Small but «tlectiv« 
fffaphiciand a m^nu driven gamt 
Mtrt yoy afid the Martians I Alt* 
Wij^ tumi in -B vttry civ^ltAfld ni#rtn9f 
^ifii«n ghai livf is to tail your 
ticiicDl tlxllUt* Good v«lu» fof ttin 
pQlhilir gim« 



iEFLECTIONS 

Thl$ l4 a.n original alrale^^pu££i« 
qAfna wii*f« you mu»t mow* « torch 
«rounditi««da»of a 12 by 12 grid 
«rMi dlKtrrtr tha locahorra &r 
mviiib^B fTiKTrofi by se«ing wh#fe ihfl 
XQiQhbmmm n riitli)c1«J Voy can 
«#l«Ct&«4w«DrTlOand3^mirrari 41 
1h« bftirrr it raflActed «tt«rx Irrad' 
you may thftn ^ecl lo gu#ta mt c«H 
tr^ whitin m« mirror ts p^acod and 

\ hfln JT* a ngJp if yoy irv wmng YOU 
ios« pOii^li and you %p«ni^ a pOhrii lor 
tvary firing ot th« torch Tha 
grai»riict are *»nipi« bur«fr#ctiw artd 
K fftquirftt aujiA a bit of ihinking. 
liktiy to p Ai I mm r^ uch play rrft} 
h««#v*f Overall CRASH rsnno 50% 

ffilMAN EMPIRE 

in ihis cast of IhousAndl 4 islfia firAt 
ceflTury BG ar>d you Mm Jh# 
Emp«ror (A working hnowlAdQfiOl 'I 
Claudius ph»ghi Ov ui«^ui but rsn 1 
«iienimiM Wha! you HAva lo do ^i 
umply conquer 190 coiintrlva nwhJch 
hit« you. artd do th^a wiping out 
Iheir Iroapi [undar-pa^d and under ^ 
trairwd) wilH your 96.QOQ ni«n. Thift 
ate- rtine genarlli dn ytiur iidt- 
irKilMdirig yDuff«lf. and 18 higioni of 
i.QOQ met% e*ch. Tne kdea m 10 build 
uparm»tt from iti« mAfi, Appoint 
gartflrAli and launch campaigns to 
p«riuBdff ih# bApi>ahAh hordfrA how 
wDfidtfiul in* undar fl>* y o4te can 
b« TnrM iev#ii of difficulty 








48k spectrum 



who has diLicAv#r«d * t^h fvtm of 
«ri«r^y...plnii tftr. rour t«ilE It (« AtA* 
til* ^4r...ll you e-Aivl Ton dclw* cht 
bMlN'Cii^r &yt wiich Out. t«r l^t Cltt^y 

K^t4kf]i«iE A wflEy aiciiirvf «(|qiAa] 

Ueh. DAflhUiy a 4Aii4 t<it adv «ie*d« 
vlif ird , 



i««fvt,wi Jovatlefc M* i«ytw«id 
Al<t^iy r*Apaailv« a^cAJA* ^^A^ 
CEmmf ftEC4d« «ctlo«i 



Ia tEi« Harcb iAS«»« aaids 



* lift%tjilf*» ll^binl^ r«fl«nk Midi KA»b»cy «f tac^nlqiwH 

* Vcttf ly *4ALtti«t 
-^ OAvd T*liw 

* fp lurv cm* la foiMif t# «(»p«A] 10 a i«c of tn^p^y 
AJfd# p]Ay*rft 

ONLY £4.90 




**kw c««4u«t / r.o , 

lap rcr po4t*9« #Ad r,^,^ 

dlip«bclq*d Hi Chi A 111 h«uEi 



p*V*bU to CLif COf^rtlTiU. ri««i« 144 
t picking. All c^aattcta fu«r*At«v4f 



>■ ^^ S9 BATEHAN ROAD 
l|_^^n EAST LEAKE 
IB WM m LOUGHBOROUGH 
CSo^MRiMlKS LEICS LEU 6NM 




SIMUR'^I WAHHIOII 

Yo4i ara a Samurai ^arnor hvmg 
during me KAmahuf a period m 
iji|Mn^ne5-1333> Ther«arono 
bonus poinli tor kLiimg 1^ re hard 
GhAmiMiriajn. bui Tht^g are lor 
d:«f«Aling you^ opponcnls and 
i urvd^in^ I nTO €ld aqq ¥0 u ca n o I 
course, commn Sfppuhu if you 
would rittier Up t||»n»i you Are pjn 
groupi ol barfdili and mnm olh^ 
Umurii ol differing AtuhEheA. any oi 
Wtiom mAy be iuptHcir Iq youri^l 
ChallAiiglrt And huni^ occur in 
iintpla grapfiici And Af# not vary 
|woc£ R«iuitA Afi» in direci r^laiion id 
ma copnbAl ami' iifflingiifia. S$9^i 
pointlttA 

meEPWAuc 

Ffotf^m Vitgin OdinaA 4Bi( £S95 

Thra can't goundAf an 'arcada' 
h«Ading and should probably bA 
conftignAd to iha dyttbin anyway 
aui if anylhing dOAl corn A mio thfs 
gArn« It Ji 1 lOLtch of atrai»gy and A 
hAUofaioiotluck Th#obm^ltto 
g«i your Aiectronic CDii«e dog to htrd 
1 load of ihAAii mio a p«n and 
pmv«nt ill Am drowning or chomprng 
the cro^ IK a 1 1 hfic recstbiy slow a nd 
tudioui iQ play and v«ry BASIC 

IHIPOFTIIIUNE 

Producmf Richard ^timm^ra. 49H 

You Ah o^<c«f In th« lloya^ Navy or 
IfiA 1 tlh CAnigry, m ^ommAnd ota 
ship ol ihA lin* m fh^a MediifltraiHftn, 
and th« otaj^ci li to do t>mw with 




dth«r mipt I n ofd «■- 1{> w m tav our 
wklh your Aupef ior$ Th0 iJhhp m 
quni ^on is a cu Iter w 1 lh a cr#w of 50 

pFguing any i(«y gtvaa you a graphic 
V law D 1 1h« i«a If a ^ np n tighlAd 
you itiAy «ng«^ hvr or run Should 
you «npAc|A yOki aria lold the AnAmiy t 
iifvngih il yi^u w^n iht enoouniAr 
you may sink iht shup or ii may 
9yrri$nd«f, m which CASA you win 
pTizo monvy AINn a^ s raih«r a^mpte 
and un-dAiTbBnding gatn^ with few 
Ihnlls 

SMUSGLEirSGDVE 

IE $ tibZ and you ara on a hunt fof 
BiAc^bAArd's f amouft ir«A»uF«. 

hiddiNi m a complAx of cawi on tna 
noNh Cornish CcAsi Th« progrim 
burblAs ama^ at you <in prratagsa of 
thfr'Argh Jimlad ma iCuppar, th«rt 
A t^. lyf»a Tf^tt loo hAir of th« 
ftciA^n contarni wAll dAtiyned and 
I nstsni I y Appearing location 
9fAE>hies, but irrAgAmA gAEs 
nowh are 1 1 saa m » t mpgAu bi« ip gat 
beyond IhA fir^l f Aw local K^ni «n| 
Ihen It ceA&As to oa any tun 

SPECTRUM SAFAfll 

^rocri^AF A J Rusmon. 4BK £5 9^ 

I'VAbAAn lold ti^ai ihrt gsn*a it no* 
marketAd &y CDS Al^cro^yitams, 
bul thgy havvn I con Firm Ad thai yAi 
Ih any ev«nl it ip a jolly And origiriaJ 
miJctura ol arcddif tul'i with 
lA^VgrAphkCa AdvAnlurA wfiich 
ahould hMp you on your tOAi unlAAA 
you'rA A DAD punsl The idAa is lo 




^r^^^^JC^ iNCf I^Ti V£ tOfTUV Ane LtO A4 Im^agn Strati 
^<z!^^.!^^ «*fdir>g BG1 *M T#i Ratifit>o I0734L SilATI 



CRASH May 1904 
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tike fO\jt p^ifty Oi 9lr«nd«ci 
«KplDnlr» i^cfou in iiJBnd ^nfoiiffd 
wirth highly mtftlltgcril wilddif«with 
iLrrtitf»nii>f a«g4^«v^ arrf fewei «<ih 
/^idwi who w«rkl to isarrtr Away 
IN«ir food pnd man lo rtpjpo thml 
«At«n by th# KTWn Of thd me^lligQill 
Mv tidl iTn Dn G* yOy hcvD ^li it6d a 
vjll«g# It dwappftvi for«v«r. 
pmumibly wip«d our throuoai lactt 
ol reiiiiirK:«laKHn«vH*ii^Tl* 
mtr'i djiii3«, bul il isacript yqu 
Clylion in your biigAin^fig. tl you'r* 
potling ihonorcKplDf^n (l'v«t) in 
yeur party LoiinQ Ihetn ill rrifranf 
CluU^ to thfl pi ayef T tire m ii n objMt 
it to fhrtd the {^niy Doil, tauy il i<i>d 
till AiA^a/ f rofn iti^^ Magnm 
MiQnuttorr ^lidMuM. Evfry«ni/ri«l 
«fioa4jftlM«4 l%U ftorn* probJ«m for 
^tKi: iomirtlrntft )1f An ir^ada alyl* 
PluAtiori. sofnfliim«t |fi*y wtni io 
know thv An«w«r to i difricuH 
miinefTiAHcal prabJ«rn If yay laa # 
^i«ml»i or your piny g«t» erttn 
^lo*€liir 0f«ipf^lct ind ■ vei iLibto 
MiQiil mw^l KV f mmkot tnit a 
wfy «fl|oyi bi# ga ni# 
fWQfnnMifidiKi 

SUPER SPY 

£ff50 

C/oss ■ rrd r»cro«i tt^v mrorid in 
atarc kt of Qr D«al h'a i«€r«1 iftltnd 
liir. Full ot eod«d mMiag** and 
puitiMp myitifioutpacka^ai, 
maitrttiiw, hDi«i manig«ra. la^i cab 
4f Iwri in0 Ui« Ukm B« wiry of 
pwnlaanil iovvars triti ^jipioda and 

vifeSCll Otri for Or DailU's. Nofrid HI 04 
fti ^£lgiit 1 1 could t^ i Ifivaly a nd lun 
gainnie 10 pisy tut \n xrm vrtd it uttm 
for m#re contu»Fon wtircri wnds lo- 
waar lh« pliyer down If you lika Ihia 
lypa oi gani*. pf^tib^y wonn ii 

TIMI^UEST 

This ti a gama «n whicn you mui[ 
find trr0 pi«c:#i oi your cratt uh^crt 
htv« b#iiiri staiiered rhiiOLighoul Umv 
owmg 10 an accident in urarp-ipaca 
Th^rughoui youf qu«*t you muH 
dsiend yourwir frotfk iha mr^Aififianti 
of That lirnuL lycn iia a bunch of 
Roman toJdi#ra m 1 37 AD. Tha 
tcr««n dispEtyt youi* attack aft, 
waapona yoy may pick up. and Ihv 
aaiwagabla btu ol your cralt ai wail 
ai yo uTHir T tr>e righi it a tUI ut 
lafrhi ind bakow a Binei ot Ivxl 
Op4JO<m which af# acli valad by 
prtffing 1^ d#a4i«d ^niiiaJ J«Et4^f 
Thvti Ofitio^a aisow yOy tg mov# 
leroat trta iCf9^n. q hooi# ma 
dfifa<El9n. and atrack. pick up, 
changtwviipons and *o on Tht 
gamt Hw vpy iim iTed g r nph ici and 
ltn«4trmrarCid4 itch rati I y an 
advanlura Itclaimiito bvm raal timt 
(aciocN tickt awvay wuh av^ry mov« 
madai bul ai it i ilagad acroit aona 
or lima mit 1$ 9^arc jy poaat^la 
¥»cw Ovanll CRASH rating 33% 
BASIC 

VADIALU 

Vairiaaii it much iqo i^figihy and 
c onip4lcatad lo go ^ mo in a CHitt 
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rviriaiir Jt bciaati tha6aai animatad 
giaphle;! inan advanlure yvt. 
numarout locations, ^oii and loia of 
I nt«r-f tactile cnaract^i who car rv 
on with Of wrthoui yOu. ir^ 4chrj tach 
o^haroHaii ov#r m^ipiaca intafrupi^ 
opafatad lax I input a^tows you to 
iyp« in eommands whila olhd? 
tctkong art tahtn§ piact and tha 
prqgra m ac cepi i q u ^la Co m p I kcal ad 
ient« nc«i T hare a r# ai pi 5 e param 
but tmkad quatit. aiti^ough much 
run may ba l^d |u^l iivipg I>l« as ii 
comat m Valhalla Accompamadby 
anaxcaEient book whictiieiii you ail 
you naad lo Jtnow in no-nonfttnae 
Lufeg^i9*- Ejcpanstvt Mt wgnh d, 
although thftra ««r« mVm4 rf«linga 
aboul the uHimale value of Eha 
gtma^t canirai obtactivaa. QVafall 
QRASHraiLngS2% lyl/0 

SMUGBUR 

Producer. CCS. 4aK mOQ 
Aumor PA Pimm warm 
Tha Inlay laya thai ah:iU, 4ng,p<rallon 
and ca I Ciliated "ik ar? ttve main 
Irigf9di«nli otiuccaia. Five laMliol 
play allow you to mova and ilofv 
goodt, buy f o^^' >^i lita^, buy a 
boatn ttii II. Andconiuli in* bank li 
ia tha i9lti c^anlury and lh« obft^ it 
loamata a rony n# o^S250 000 by 
tmuggiing goodi tn irom tha 
IMdllarranean [avoiding Shiptof 
ihtLina) Factors lo puggia wiih 
includacrftiMcotis. comrnQmiiy 
coalA. port iiJ u«t. ma I n t^rLi nc a cottt. 
•1^ of vvtiai and haw lar i| can 
talt^y iTtvai and at whai loading. 
Random al nmm nit i nd udf* tha 
wtaihar^ which may tmk youf ww^ 
or run n agrouriid, and Ihara art 
alwaya iha priaiat to watch out lor 

TYRANT OF ATHENS 

P f O^i^Af MC LQffrfOfmn. I^M £550 
Ar^orhar lane siratagy gam« from 
Lolhlofkon irtiria rmbceniury BC 
and AEh«nt is h^HK tiy hoMi^ 
armiaa and fle^la Irofn olhar 
powerlu^ Gr^mM tiaiaa at weiL at iha 
Pari4anf All you hava to do it 
turvlve loriQ anoughto turn Aihaf% 
Into th« mofi ffArwd alata m tha 
M«<tii«frani«fi bylHtNcling wirihipf . 
kalfiiiig iroopt and tighHng batlitt 
by ««i and by land. Mo mention qI 
ilamoefacy ha^a. andi philotoi^t^y'i 
mlriOtiy for ih* cittl«t Nol one of 
tha^r baat gamaa, but raasonibly 
piayabiQ 

WARLDRQ 

prOfJuCQT MC LOthiO^t^fi. *§IC CS 50 
Th» might ba leen at a s«qu«i lo 
'Samurai Warrior* at it is tat m iha 
tama country and ih« aatTifl period 
of Tima. Vou ru4fl a tmall coailal 
vilUg* wtihch tuppofli iiaati by tlava 
labour and by <tidi4tg othar tmaii 
viElagat in lurn your vFtiagt may be 
raidad by olt^«f viliftpni or by tha 
piraitt orf tha coast Thit it a 
isonafdarabiy a^pandod gama 
cOfTipari^d lO'SamuriJ WtrrlOF' 
Manu QpEioni alli^^ you 10 liraih 
troop(^ rrom your viiltgart. tat tom<e 
at^dv for land cuitiviiion. hii^ 
maF^imariiflit, attack piralat. raid 
otrwr vviiagaa. hira tamurai and build 
thipt Taxt only gama AvaragA lur^ 



ADVENTURE GAMES 



Advtntuft gimei comf In ill ihi|iti 
met tliiL Thiv iri fciitdrJBnlil 
ilihoygh oriptltct iri ofLin iridtd. 
lOfnalTmet lor n ]»riUy bII»cI, 
tcrmitlmBi it in Intianl ti>rt a1 ttii 
giiit« with cruel nal in the leil. Thari 
in ilip in incretitnp number si 
ctriphlc idvinturti' wHicli combtni 
nidvMUrt farmit with ircidt Hyli 
|rt|Ma. Thiy in aii ilnk«d by fhi 
CDitipnisn Ihtrnt cil i quitl, i tiirch toe 
i«m« QblAct &r iJm Lbrtugh nuny 
locittwii. 

ABYSS 

PfQ&ijctf CCS.4B^ £5.00 
In a htddangorgott^roughlht 

Mountain ol th# Gqidan Lion. Uet 
tha lorgortan ABYSS Sut^rpvaand 
fooKhardy^advanturvri like you 
iOfi^etimat tirive lo croit It. Ihaif 
tola a<m to dattroy tha rtfiany evil 
monatart that lurk in tha thBdOwt. 
wailmg tor tha n«xt m^ai to com* 
ttra^jir^g ocf Oit the miihy ^^idgn in 
iha ABVSS Scanarto over, the gama 
bagirit Tha tcro#n ptf^ntt you 
with a yvlJow grid ^acti Croujng 
poini bainga lurking' piaca 
Movamenl it done by ih& curtorv 
unlU you encounier a monster > 
Th«$« lentf lo offer you a ranga or 
probJ#m» like the Ogr« who can't 
gal hti tumt righl— can you in 15 
tacondt? Or the arcativaaquafKa 
mh^m you mutt hH irw laJino 
■pidafi balo^na ihay fa ach tn* cava 
I foof Added danga r t eta c rea ky 
bfidget thai may coiiaopie under 
yoy By no maani a iradMtonai DAO 
advtnlura, but certainly one lor 
quick thinking ^woti wiith'O' levatt 
to pat^ Qood value lor iha price and 
noiataJiauy. 

iUIRffWOFDUTH(01) 

J^i0tof: ^bar? Howmnh 
Tlw IdVqw up 10 Qok^fi aafon. and tha 
wonihippfld rod t tenouagtow h«t 
bMnitDien it's your ttilt lb rvBOite M 
wfth tha aid o< a magfacai arrow Pmn t 
requjfiffl you to And ttw whar«atoiits ol 
tv (MHta Mvch make up tha arrow 
You rtan m a p^ace with a dlind 
mmpefiQaf m ffocit ot you wte weaft 
■ft imuM ifOiM riia Arm boafino Iha 
ihipa< of a bvgv. The KlngTi nmrof 

Div h^tflOiefl ina QnW'~ howcwn 
Mu?One ot tt)a louf^iaii Be g^g i m tifi la 
kiwh Iha pan Off Briari HoHWtL C>Mii 
CRASH rating aei^ 
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ARROW OF Dam [|l 2) 
pfo^i^0f Digtmi fmmm. 4eK £$k 

HMng WMdtd Iha varidut brtt ol 0># 
magicai an^OAM you Ibvl yoMiiatf on Iha 
I or 01* Maiih ot Daecttfion. 
I tha one man who la able to 
i afTow wtidia. Amid, l^ r&iU 
flelehair. wwi tha «nttw, you wfl iian 

9v^ XafdotiH ^tt fnonelar wfio h0 
0om^ tha GokJfifr Banan^aglow. 
UnlonuhaMy , Xenlon't mmlone tWA 
kh^upped Ardfl Pti3b4aiin« ril iw wfiy 
ol rauna . Ovefai CRASH raing «% 

SLACK CIIVSTAL 

A mammoih underuking and or>» of 
I h* *a ripest "big" ^dw^nt u r*s tt 
fGiAtur*;!; giaphicrs filling movt ol the 
tcre«n. thawjng a map ol tha 

-nndtcap^ Choose whet 
r y^u want to ba and then 
n nut ■ r I to ligKt the montlVM Far 
too cornplant lo do luaiica to i n thii 
tpacflp but If you are to play it tei 
ailM hours forcomempjaiion gl the 
boo4c (or novel ona might say] which 
anpiai nt e veif yl h I ng I nd tad, you are 
reco^mmtndfld to »¥« th«i game ai 
varloye ilagfti and think over Iha 
dey'i «v«hlt baiora bunging m 
Recomniendftel 

■TTl 

Prttduc^: COB. 4tK £SOQtfJ 
Aiilitof O&S B0fi-Ami 
Thu ita t«ut-wilh-iom*-grBphlct 
adventure ^hare th« bailie iiald va 
the daplht of a 30 maze «ri which 
variout compuL4f componanit mutt 
ba located lo buiid your own 
computer They may b# iyt^ng ftbout 
they may be hidden andf enaratly 
itiay ara dafandad by aft tof ^ ol 
«lactrofiic unonttart you muti d«faal 
to FvrrftoirY aii^ and i»rograaL Tht 
tavan tkiil level t are naally 
caiagoritad by iha loptiitHcetiOh or 
trie oompyfer you want lo build. 
#ach having itt o wn iirtngth 
characiarltNca Satiiatwrih ihe- 
montM^rt rriiy tal^ the fofm ol 
mania I boutt like tpeiiing leitt Of 
maltif qiiattEont. or they may £aa 
phytical wh^re. forJnttiinee. you 
may ha¥« lo do tami- arcade ^aitlat 
With ciott bowl Oi iwordi 
Graphically the i«xi it ^leitiy claar. 
but the inpuTUng ol commandt it 
ralh*r jiiitatmg and lh*ra'ttOOm.uCh 
f«v«rta llathih^ going on whi^H tir ei 
Ehaaye Mfedium tatt rttaponi« 
timet Ovefall CRASH fating 5tt%. 
average BASIC 



CAMELOT 
CCS. 4BK £5.00 

Auihor. C Cbapman A G SroiAt 
Vou eraAnhuf Pendrft^on. bmifhed 
from CamelQl by Iha wicked Biec^ 
Knkght. tiul an unknown ally hai 
loaned you 50 bags ot goi^j^acet- 
tou muft travel af ound and colle^ct 
taven iitmt that tr# hidden in 
vario m couni net T nrae baaiart 
eitW wtief* you may huy itarrtfl lo 
r^tlp yoy. and thara are oThor ii^ms 
hidden Ihat may haJp you ovefcomt 
problamt The oibiact it to collect the 
laven Jiamt and ra<*ntef Cameiot lo 
be crowned K^ng Thii ji a gfiphica 
edvantura where you mow* Aithu r 
end hit band of warriort around a 
map by ut4ng k«yi hJ.S.E.W Ai etch 
itep the tcena cub to a graphic 
repreianling cattiet towni and 
dittareni typat of landtcapa In Mcn 
rha«'a it 9om« problem to ovtrcofni, 
ilka a bafid or bngandt whom you 
mMf fight or tl#a 9iltli itre'ingth iiid 
h«ipiui objads already coiiactad 
h&i^p dettrnfiinatha outcome Should 
you wrn there li e laarch Opiion lof 
moft yaeryt <temt^ Tha gra,^hlettn 



buj 

wm 
lor 



Ml 
neq 



I 



I brrgni ind cJ«ir, response timsft art 

fitrPy oood ind Ihta uneonvenltrwl 
i^enlure m»Qht w»l1 mthe in 
i!lrad!ivfl cl^Jinge from tht utuil 

CASmUACKSTAR 

Pmducmr: SCR AdwrntMrns , 4m £J SiS 

A lioa^nry oowNUn, HW mi Of a 
gvviM urM ot Artwwii Qui»l» Ttw 

QO^A^iVl AllBlflto, 0tff>pHd If* Ji 

iti«iTv Mteyw «fbr Cutf« BiBCkatv 
Is FHOvw h6f powttt oiib hoffl ifift vast 
uAdppiMmJ c^vflfTiB. To a^iivvo 
nupckiMti poinb afl trfravurn found 
musr b« dnnwd d their svii. ttt 
pualea totved and Ifiti ort> rvtumsd. 
Localiun dncnpikKn ATH dfttMM und 



TiKhtflQ OOte fUt WHh ■ lDllCt> of 

rwnojr, Thtd«v«topmMit el cau^s 
ATKl vKvcl it praffy ■dvonoed nM 

on* momn cau^ng the niilrtgcil a 
chand«iler ^ inothef ta M«y. 
Pvrhtpi tfv om^dwvtwA 4a ttw 
imw ffHp ptftoe m oo^t^thfOfi iQ 

inarvy otlior vlmHv ndvvnlum. 10 ■ 
low rating on vwiue tor fTKHWyn bii 
cnrtfUt ■ CRASH nilang of 7$^ 

CttTUCOLDfn 

AOttew WW. **K £« 95 flJ 

On ttvswrw cuHftftoofnu ot^^ of 

garni ottiiMonfl£)f« qtufrty. and '^ust w 
w«« Hlh* idvvnikjre baMd on 
Mcacwig from the tamoui World War 1^ 
Q«pman prtion »nip is pulhvtic 
iQCVUDn descriptions. Ar» ipftrM and 
uf)inf«r«strte. m» logic ot wfwi^yoii 
cm {po And whst you rn«y llnd 4 ^A- A 
iDtad WH«I« of tiin« «nd rnonay CRASH 
rfbncf-bAtoirt20^ 

CIRCUS 

DbitaJ FlniaM ip«<Jiilln in nwlwing 
■efttfiiiin gvfiffi, « Mfilqu* ffAurv of 
iM^ ii fM you m^f hw* ttw 
tpptiict tw4idwd on or on. Thmgi 
rncrn hMr wtlh Iham off . «ip«cMv « 
dis HI-^nA draAlnss do tifco a btl ot 
imtlOippHf On ihv Dtfwf hAnd, 
tail Hi tiiton ciuQS 4n M ^Aphlcs 
utilcli iFonl apf»iwiil m Wm t«l 
Gtaa ift numbtt m iw««f»s, and 
ilarti Ofl when imjr ^Ar runt out of 
pitpflm ih« middta ol nowtora . You 
•HFifi Ijt Vwlp on locM and oon% 

*^^'^'*^£i!!?!'!^!^^'^^' wpaFondy in fgN 

Swing,, f^HH^ia Vt'om an^nM^wcv. Aa you 
antff if>A joly pte», all tha »ound And 
lidhls dl«. The IM top it a gray eyant oC 
ert agmt . if i nieejtejwy ift^ acroet e 
oeniritof, 8s wAndartiin vAjnd the 
darimest inskft ttie lenf can piove 
ttm Bulnoih4figKAiDAii¥^-th* 
jffifflllQf won't i^iQflc widuul A caMi 



fHugged in to lAtd tw«0lAi. Qown« 

bt¥t rriwHHi, «gh<iOf» walking 
leqi^ree a uniy net. ran you be a 



hum*it ^annonbAli? An addlcltv* gaine 
wtih^ require p good memory era 
pian^ot ingenuly. OveraH CRASH 
mtngTsi^ fruowiaoMi. 



OASSIC ADVENTURE 
Produce Weitoorxw J^#DiA«, +§K 

AcitflOf JoPw> Jsn^gs -Ste^i^ 
Mio known aa AdVontui a I tay 
Atwrioft, *hQonpiniiHy moffce^ thit 
id*i^fiture thfough CP So^are under 
[Nr tne of Goloetal Ca ve^ . Otasaic 
Adventura waa dnginall^ mitten m Ih9 
nti n Forfrtn and look up over 200IC 
tf nwTWfy At ttw name ftjwetlt,^ thla 
i Iht ipltcMTie of tradHt-tonal D & D 
•dvtnEutvt You must find a treature 
of liitold ricfiet by penartifaitkiig adaa^y 
ooiv^ic df cav^ma. When the game 
fUm you axe $lAJKlng by a bfiCK 
buHding which muet be v^ml, and 
nhtre jfou w<H land a nurntser Off ofcfecrta 
toUftpyDUinyDurquftft Then the 
tfiry to ihe ca^nemt mutl be 
deooveted On yoiriravali yfiu vnl 
meetgiani anatet. tfoHs. dragonf and 
other wlar^eraaluroa Although 
m^MevQ toma car dIuI mought. moet of 
M puzies pressmad ara waaiv 



owaivofne. A 'a*l movinQ and 
enioyabi* adw^n^r e 

COLOSSAL ADUEMTUftE 

ineoovar n anavn mooafi HHBipei, 
reacue iwa giDupt of capiurad elvtti 
and Ownlry 10 ftfid tw cavo ewi 
through a msRtve complex ol 
paaaagiei ^mn^^s &f>6 ft^omt. Dunng 
ihie m^iorqiies! you win hav9 to kM 
PTmny wandering tttmrtm wlti ymir 
axe. get a knife thr^ah MIyoy. i^um^ 
eooet ^ alvet orown lewato and 
mafie turaitMl the ballaffaAor ydur 
bghf dofi'l fun out Cotna ftiofn one of 
ihe tnea^jr^t may li& used m a v»ndhng 
machine tOf mote banedea, i^hAfwiae 
It « tia pRil MMoh Oii tpr ffioea prtB In 
mectariclUkfloiwLevelO 
■dmiture^. mit one 4t an text and vary 
larga. Locationa a^e nragicaPy 
da a!C f i i » dand^lcayt?oaidf^ » oi waa 
antgood fauArvonfyaflowadbcany 
f ouf obfocta. at a Itme , so mudi time 
and batEory Me t^ washed irensporting 
yaahJi iama rrom pA&cm Id p^aoe. 
t toppma IhefTi orxl itMtn oorng bach for 
" ' " rerene^ed. 



COLOSSAL CAVES 

Pm^tt^^: C P SoftWEm. 4BK £7.H 
Ai/lto/: Atf^iotf 
AltMnowfi as Advenlyrt t by 
Aberton. Ihji ti a traditional ttyie 
advemurv where you must l^^d the 
traeiure teft behind by a Wiferd. end 
m which you witi meet drngont. 
ifQiii, tnakeiarKd other dark 
denlzena. When the prog rem hai 
lihiithed loading the adventure 
bepnt intianlty with qui 
mitrycii^oni. These areevailabie on 
command The gemeittlfictiy tent 
only and ii»aa rapaal local ^oni wtif^n 
travelting efong, eay, a valley 
Finding ihecav« in thi- first place i* 
already an adveniyrd m iiseii. ind 
Ihe whoto game may laPie days, even 
>e«akt to completa ut^siaotoiily 
One ol t^e oiHMic computer 
Bdveniure gamei Recommended 

D^NIS TMftOUSrf THE OJ^iNKING 
GLASS 

Produce/ App#oationap 4»k £6,SG0} 
n mythical dragons hava t>acoma the 
iMum ol you iFfa. try piriing you wtta 
apiinat a real mPDnslef In tfiia 
opfinpelk^. w^fty and drtticiijli gem^. 
You mysl gfukle DenJa Thaldvr 
tvoucti He, avoidtftg ihi icy blasl of 
Jtaola «a etia prepaiiA anottrtf f»nrn« 

■ ^ Jfci I if I I — -'"- ,K^ 1 li !■■ ill ■ ■ Hi A 

■nipnanw epaMn an fvumDef i y ~ 
Denii hiat wanit ID get 0^ 10 Na 
livotfito pubp tha Qravac^gDaff Am^. 
but Mapgw'a Mi iw way ana Dame hat 
a tauAfe dnmiing ptoUun - 1 ha 
doesnl «| a akig of gin wlth^ 1 D 
moMit, Ra'a u good at dead Location 
(taacfipQont a» al mndef«d m myma 
and land 10 Offer a jauiidtoad vtarw of 
poJ^ticalilriB Earty aflemptt at escape 
may wal end up wimyoii 
phoAogriphed on ihe woni doorvtep of 
Kuniibef 1 nude - dd you torgel lo ge{ 
(^a^fld! Rmfing ttia gin k$ a tOMtfi 

Hit endthe HELP ticilttr only 
tebeheipMlyrjde Apromptof 
BALLSr turns out to nsHisf to the gbll 
balls whicii you have lorgotlan, ind 
Qei Knollad' cuggeate IM ahevtt may 
rtiAke A rope. You re not Mealy to gel 
tiored. but Ttiere s always a vokjme of 
KrDpotkin'i ^4omol^s Eg wh^fe away a 
Pew sffoondt between dying lor i lack 



of gin. Very feat reeponeee w«h thit 
Ouln-Mprmen game, and highly 
necDmnfiendBd. OsrerHll CRASH n 



63^ mad^inecod«i 
DEVILS OF THE BEEP 

£950 

A 3D graphic advanlure where you 
move your underset diver tiono the 
see ^"^d avoiding alectriic eels and 
era En, colle'Ct liaefui itemtilJie 
harpoon gun& and harpoons, kn^vei 
Andcompai$4&. and iry Eo collect 
that real u re hidden j^irrif^wharai 
Tlierv are lOO ^ree^ to be 
iravftfted The idi^ is e ^o^d on* but 



irtcEN^^ PRESiNTS. 

FOR THE 
48K SPECTRUM 

AND 
COMMODORE 64 



sptan 



S 4 




ONE OF THE MOST ORIGINAL 

fr COMPELLING AUCAOE GAMES 

EVER PRODUCED «1 

17500 Wlf^NEnr Jsmm T^nl from Wok^n^h^m 

who ffOifed ll^.^O^iUon vqilingiiuf ullicet to 

vwitv h^ high towing atpMly - ha aoafad awn 

mofe4 

SPECTRUIM UK tS SO COMMODORE 64 OM 



Whet fhev lay: 

SPLAT'' It orw of the motf 
thfdktiive ntniet P hatffi ever 
ptayed on the . ISK 
SPECTRUM h m wtuniy 
the m04:l Origtfiti" 

Oompu IB & V^dao Garnet 

HiQhff fecommflrkded" 

DathAAiaw 




First get lo ihe mountain * . . 

MOUNTAINS OF KtT 

«KSP€CTRUMf5M 
TlMPLf Of VRAN 



THEKET 
TRILOGY 

MOUNTAINS OF KFT 
'A professional Qomc in 
a oontpetvtWe g&mi^. 
eepecial^ if yiau want veiqe 
fof rrwrieyj can twartily 
r#comnr»efKl thie acfwentuie " 

HCW REVIEW 

TEMPLE OF VHAN 
A^fW An even greaier 
cNillan^ jut! raleasad 




THENIGHLV 
ACCLAIMED GAME OF 
ECONOMIC SURVIVAL 
THE BRmSH ECONOMY WITH YOU 
AT THE CONTROLSr HOW MANY 
YEARS WILL YOU LAST? 



* B STAR HATING NOW 31 / 1 /B4 * 



eec r' zbmo 

SPECTRUM 4aK CS.iO 




MILLIONAIRE 

From a amAll humble home to a 
magnificant eslate? Tak« on one of 
Irfes tittle challenges 6 become a 
milfionairef Stan up a Softwire Co, 
Buy, ^!, Advertise^ Deal with 
Honest Herry, Fyl( Scf^n Graphic 
Representation of yOitr current 
residence, # many oth&r features. A 
cDmpui&tve gam^ thai grips you 

SPECTRUM 48KES.50 




OUR PROGRAMS ARE AVAILABLE FROM ALL LEADING 
DEALERS NATIONWIDE I In ca^ of ditficufty ptoese use fN» coupon 
bela%^. 



ORDER FORM 



Pie*i« send me rtie ti-tle* at 
indicaied bv in ciau poaii i 
endowcheqij^/P.O loff, 
Of t*efeu my Ac4?ee«/Vtta Accmrn^ 



No 



m 



die EACH 

iAOtlNTAlN^ OF HEf Q 
T1M>PL£ Of VAAIi a 
1*h Q 
M^LLlOhAlAf O 



COMMODOflt 

«4 rise 

anAT O 



II 



iw D 



I I I I I M I 



Namei ............ ,.,,..•...• . .«..****.•* 

MQUrB'SS-i I i -^ - - <^ m * * m 9. m m m « m m m * w * m m, ^ If m m ^ * ■• . r.. ■ ■ .ii r . 

f^^^C^^il^ INCENTIVE SOFTWARE LTD, W Lor<Jen SliMt, 
K^*»^^l^^^^^ Rftadififl RG1 4SQ T*l: Ra«diiig f0734) 581678 
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vftTy. ■wHHry ilDw Long I Did tnd 
ininyi«$ to w«iH If yqy mtm kA\\m4 

tMf ore a n^i hsr gsinv ma^ b9 pliyed 

Selc^M A'r«rmgi. 

MWicmr 

Prudi/CW. PfKtwniff, 4BK COM 

Rjr nclvHiliMrm. Iha probkHn wrrth thn 
ganw 4« tfiit ID lo«d tfi« «d^«iitur« y^ 

arcait 9PM wrfwrft tedfllfli ctuaft 
yot? pony «q»i1Mt rKlw. COfTi^*^^ 

dkm. Your ia^ kt to pum you 
livuc«rioa oi ffw murd«r ol lii» dflpiilv 
MrtiTTf whci liu bA#fi iOiifHj diitidl In 
your hotel nx^ iHTth you holdhr^ 
011(1 nut M d. li n anopcion rpwiu 

Owd CIIASN r«tlfig ol 57^ 
ffijchini cQdto 

PriK^ocvr; T^mpfBUon. 48^ £5. 95 
Tini kB mum 10 cont*iir two oafn«» 
— #nh«ir yeu gnlei' arHl pragrevs 
Hown through the caMngeorLt. or ^ou 
»ldn at ih* tioltom and iry io g^ out 
I Ihpughl itiHt It wftfl ganeriJIy tlVs 
OiAe ifrilh any AdvAnlurA It'a fTi#Ant 
10 lt« a graphic idvtnturt. Oul th* 
0raprii€i ar murltciiid lo blicki on 
groDn iquirvi rtpf Bfanlmg lh« 
room you iro ift ind the On^s nwif to 
it MonitOfi apiMmr in iqjct only ind: 
148 m dltpiritirig(y 9Aiy to ^111 oH 
Slow r^sponwii tnd f^w thnlPs mAha 
Ih^s a tw^nr)4fi-only fnlro^MClmfT 

ESPiaHAGEISLANO 

Ante hftve pioc3ijc«d fiva t^jil only 
fedv«myr*fr 10 dilft. I#tttr«d A lo i 
Ttiiit>i'D' C>»pit«Of b#c4u4eof. iho 
i«c^ oi inciyrgft, iH ih«p idycnEum 
i ara drlwing wnh vvrbiil itmoftph«ft 



Im 



'^^'^^ 



Th«y CGHnfain andlA«i localiohi, 

optjon«. pyf z^ 10 wtvB and arv 
n«v4r affAJd of Ih* moti obtcura or 
moil obvious of BOiulior>-L AtwAyf 
a Jcc-All«nt vftiL»« I n th r& 9a rn« yo u Art 
on A r«GO^niiit» nc a f 1 ^gm lo »p y 
om api antftny 4iJ4n-d whgr^ you ft^« hii 
by E »ra T h« idvanlufe tmg urdi I n the 
Qian« as II plunger eBrihwardi 
Thtr^ are mirty itr^glaf lAr^ih me 
parachLiie before you roAch |h# 
gfoynd — juii grabbing M and 
Ofjenmg me luMiape doof f«syn$ m 
i oaiiy fed n>eiB oni tht (^rqund^ 
Ffom there on you mu^ 1 mehe ydur 
i^af to (tie hfriri of the enemy 
ilf cmghold. lecure infofJTi«iiioFi, Iftd 
return 10 your aire rati cAftmf in 
distiuiie. avoiding be»ng shol by 
your own ucle Biggin tiv44 a^^r^ 
Cl#er wnlin^g and fasi rasp^mei 
comtuned wilh a ver table elefneni in 
repEay, rntka iHiftavery worthwhile 
buy Sivegame leelyra 

FAUST S FOUT 
pfoaucwf A oeeJCr ta*c £5. 9$ 
Fault i Folly i« buried tomeiiihere m 
IhH congamaf game w»lh faSI 
reipon$e Ximm end tome graphic 
jiddJtionf Once you heveioiied out 
the ro^ab and found Ihtt tntrarice 10 
I he underground complex, ii's m 
matter Of the correct imptemen^i 
be^ng pici^edup The computer eeili 
you ihel if fcfrn I very inteiiigoni 
(riyhalewerSinclAirmiy tell youl and 
It may not know iirhicti way la which 
without e cornp*»i lo tiefp in aimoet 
any loctiion yiou can gd in eight 
4^rectionjkYOdofitge<loel Vary 
good for leiC 

GMOSt TOWN 

Author: JOi^n Ptckiof^^ 
Ghoel Towi^ li a pretty accurate 
copy ol Phkppi Aapdciaiet' Greedy 
Q u l^h , but ire nowhere n^Mf at 
muctifyn Thereat Ihe aeme Old 
empty town wiih a sequenliai map 
showing ih^^ local tons ol The various 
atiabhAhmariii where iitafui iiems 
and m formation may be loun^ to 
help you locale me ijoid mine m the 
deeen Or^ce m the desert mere 
don't S4«m Id bfl any graphiCi worttq 
ipea Using of At leeil the tcxi li nicely 
wriEten and tti# raapon'Sfl ljme$ afe 
irery good ^ut il 1 had lo ctmoee 11 
nvouid be Ofettdy Guich' Dvef^M 
C^ASH rating 43% BASIC 
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fiOLOEIt APPLE 

Auihoi Stmao Wmd$w^th 

A4venEum 'E' 1^ the iaE«it f ron^ Aflio 
and rt« iitiecard e'^piainsihi^ieri 
only adirenlure very well — a lar^^ 
mintion, a ihipanda mciuntainoua 
tslftndin!hedilT»nc«. LoofcseAsy 
ur^lil you itart Tt^ object ih Io tundi 
13 eeciei obtede. Imd a «al* place to 
alore ihem in and do Ehia through 
TorTiohocaiions Ftndjni) a keycen 
be herd enough, ^1 ttie key you 
need rm§t the atari of ihi$ game ii 
hidden m a very obv lous place — 19 
obvioi/i you would never think of 
looking mere uniu you tneeied ahet 
anifling the -^ no 1 muin'l give any 
a e ^ rat i away Anaorb^ng* 

QOLJIEH AATON 

Aiit hof^Am t Mowmm 

The obf^ ^ 1^ ^^^ ^ i^tia exceient 
e^fOTliM hie beeft e^oieti iioiii 'iw 
iiheiei itte iWtniiv \m^ Mnm 



"JfA, 



I ifitoct whM hu been 

WDf^i^pect by your nca tor yeno^ 
flie eeni out 10 find a. The gerne liegliia 
In e denee. ipoofcy wood an^ you tie 
almlfie f^ftrt to a tartttre^J cio44c and ■ 
pt* Ot rMJriglavvn. During the queet 
you wR enoQHiflilr ■ wotf , a PifviwiXMja 
crab, i tteani rtwt aind the Ooiff^ 
among many other eene nMiee. The 
wi<ft wtBCH Bnan I to i wrt h 



tn edge 01 your a— tTThe ynihica ere 
eofnewtiai Hippie, but the nvenQlh o4 

Tvaae siafhea eea m tTwiF hkL TTvee 
aM|tiei9 totkw €^ from The Golden 
BMcm Armwof Dvatti [perm 1 and £) 
andR ^ tmrndcfAkyrx CFlASH 
retfi^ B8% 

BRIEDYBULCM 

Pfoducv Fhtpp$ Mjocraret. 4tK 
£e?5 

the town of the title le a ghopi town 
tet in the Wild Wait.deeerted now 
the gold wordings have fwn pul ^u| 
there ■» a mme ouE m tne 
neighbouring deseri wMich itill hat a 
To^tiFrifi iyck«d s#iy TtMi problem 1 a 
to lind ma right m^p. gel iorr^hing 
to carpv water in and liir it. Imd a gun 
for protection and thvnget to the 
mifie and beck Whilai not a 
ma«ii¥a I y demanding adueniufe. ^t't 
ceiiainlyanabcorbingane The 
graphlCi ttiow yOu ine rrt^p Of 
G ree<fy Gulch it wif , r part i Of H , 
with ftome locahon graph lci in the 
4m^fl There are leverat myetertoys 
a ppear>nc«a by tomeof^ yo u n ty 
aee oui of the comef of youf eye- 
Some probtem» are simpler io 
overcome than you might lyppoee 
--confronted &y i ere vast and 
carrying a phanh which wouldn't 
b ridge it. jumping acrosa solved tfte 
problernl Good vdEue 
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SROUCHO 

^roc'ycer. Autommm. B4K£i0.O0fti 
Aulhor Prm§n 

The full title- ot ihis ditty li. My Name 
1» Uncie Oroucho You Win A Fai 
Clgajr/ but that* much id Long to 
ever repeal igjvn' Llhalh«irfamou« 
1*1 mama, it^e object 11 to wade 
through a drug -induced landieappa 
ol wokrdne^s a^id injMinjiy, which ii 
tuppoaedto repreaenf America, in 
|he company of QrDLK:^ho Marjc and 
hii com pa m on m a P i rftan. d ■ tcover 
the necret >l densely of a famOui 
iiotiywood tiar which n hidden in 
The game, and then win ihe febulout 
peine of a trip to Hoiiywoiod to meet 
the (tar I n q uetl 1 01^ J1 y-ng out on 
Concorde and commg back on Ihe 
OE2 A ragf 10 riches story for 
lom#on« Enjf^w ^f^fo^e 1 June 
Naiu rally, you v^goi to besoE^d 
bor^ki.aMlD gi^ it rtghl, an<d a 
pimanntto bodi Good Tun d«s.p«ie 
the S-low reiponsetlmei Excellent 
graphics and $Ound Overall CflASH 
rating 67% SASlC 

HOBtIT 

PfQauc^r- AfaiDaurrre ^OLrjieL 4SH 
£1*65 

To daie me grcral adventure, based 
on ihe ramoul tol^f en novel ol itie 
same name, which la included lor 
the price Thtg gamie has a targtth 
vocabulary and allows aantance with 
link word & A fs I F ic ^ei mi aiiigence of a 
kir*d efiliyeni ine acHon as the 
charactericontmuH! ihwr iivee 
regardless oi what yow do 111 
potiible 10 inEer-feiate with rnvm to 
iome Oagree, depending on thtfr 
leeiing» towards you Some even get 
kullad wtlhoyl yOu kr^owmg about il 
unm you ttumble acroii their 
bodJea< I've torgotten what me quen 
li, but Its hardly important — 
playing the game it Very long and 
to^airy absorbing Aciaisic 

MUMMER MOUSE OF HORAOfi 

ProdijCti I" L a se-f so u nd. 4B^ £^.00 
CiouOs oo^cure m« moon and you 
ere aioms m me dreadful house — or 
are you'^ No you aie nol alone, 
ihere'b the mac^Chmeie cook m the 
greasy luichen lor a start off. piut 
imps, ghouls and ttiingt t^al go 

bump in me nig hi Every room is 
aeelhiog wiin something or 
someone who want^ you 10 ^m% 
someihin.g on 10 ^meona or 
sum ot h in^g S^m pie 3D B>raphiCa try 
10 enihren me ralher pcKiderotd 
pace Average tun 

INCA CURSE 

This li advenluro B: well up to 
Artie's usual standard of tajct only 

nm Vou are in Ihe South 
irrcan |ung^e, near an. as yet. 
u ridisi uf bed i n ta T»m p4e ir^s ide 
ihere if a lot ol Ereasure whhcrti voy 
must find and br^fig safely oul. Being 
en Indiana Jones may be of soma 
tie(^^ but prtlirtg youf brairffl a^mit 
theeviii li^rairi is more importanl 
Recommended 

INVINCIBLI ISLANQ 

PraauCBf flicAar(JSrtepfl«rd^5K 

Aylhor P COOAt 

Invincible island la the hoiha of the 
prtmiirve Karc>iril>e Legend hit it 
lai Eh^y olten wiiiii ihai iheXafO 
QLtsFd unimiginatHe trees UP«f YObir 
only ne^p IS me I asi mes^ge ol 
wortd lamou4 e^pt^orer Or Chumley 
who said 'Firsi hnd me aaven 
pa re hments ol ^aro' He was r>evBf 
heard Irom again Now Hi your turn 
Programs tf dtn this company alwiyl 
leem 10 uae an age 10 toad When n 
has you ire pt^eefited wim a Nca 
clear tevf and naai location 
graph Ice. Raeitonabiy fait 
ree pontes 
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TMEI8LMD 

Profiuc^f Virgin ^mfrmB. 4$K i^.PS 
AuthQf. Mmffyrt ^ivf#i 
Ap^rtntlv you I Mi in a ^^.^ulch Of 
SPirtiT S«9 Ititncfi. ori« of wfiicii 
C^rit4iti»QDld FpiTd ihe map. Imd th« 
corft^ tilaiid mrvA get fich quick A 
vnoiily i«xt i<»v4ntura wUh arcade 
•#qutn«i^ l@ Idd 10 iha fun -thit'» 

IM I^M-^lht rtAtity It torn el h I ng 
•tH H't hAdofhtt good rffvia« ««» va 
Mwi. bill goodnen t^nowf i*hy1 Thi» 
wn't A rtAJ tdvtntuPa Al Ail in it^« 
pfoptf At^H* Voy'fs ^»d by mm nom 
itorig til* CorrAct guA^tmg pAlU unmi 
you §f^ up w^h An irtiponAlblA 

yOli Mil your ihip mrougtl A tOCk- 

mtmedMA D«via|ioi^ ffonn iht 
Aulho''t intended pAth rvAutlikn 

lermifi it I ng ! Pifl g a m# Ev CftHftfll 
r«ipQfiiiti«m$lon&wrier« Sorry, 
K'irubbiAti Overall CRASH rAtkOQ 
bfliow 20%. WG 

KiKTlQUUT 

WfT^cfi hi(icro'i f«viAw«n go>i v«iy 
AAgry at^yi fhta gAme bActuw (t tj 
ttneiinm BASIC Loisof melvAniurA 
ganiAA Ar« wrinen m BASKC And AfQ 
#ify good, rf a NtUA ^ow ai t ^rriAft 
Th«!^pl of Knighl 9 Ourat iiA itllA 
mining un origin AJ liowevAr, a 
lortrvimAf oi I heir mucfi belli r 
9im*i. Some loCAliara «r« iimpiy 
i^uiirated wiih tmall giAp^tct ai^ 
ttieri Ar« iti A uiuAl esiorimeni ol 
tpAHs. wea^rn end mofiAtflrt Noi 
m\i bsd by Any rn«afii 

LORDS OF TiMf 

PfodLiee/ L«v«^0 Corr^ulino. 4m( 

A bend of «w« Tlni* Lofift An plol»tfig 
10 iier iv hMory iOl ow worki You 
num tiv«l buk In Am* And cviiMii 
nine crticlAi oliieeli. «A£h martcvcl wttri 

ifTfiDOl 01 ffw noufgiAtt, wrHon, 
wftan they mm put into a c«iiklron wiai 

gAme tftirti in your i3wn lining roorn 
md dvough e ndn down yAftdtAthAff 
dDdL ThAfflQA inAM Are ihi lfi<y lor 
InrDii^ Id ^ie nwiy tiirifi 
1^ COnfrorn tngry MM 
pAophp - iDTWAfdl «rtwr« you may gal 
iDft Among iwitafi. Onoe t^ rwie 
$t#cti hwib ie n looAlAd in wneEoyAr 
ftiiA une ffm m*y be in. the csyldron 
nwltoAfbund The ^v\ OMtec e 
mArttiM eirwephem wiim IttA-^the 
dncripoont. UidudeA a uevfyi boMec 
Qtf MinjcfianA And ob(ectfMt. A 
brttArti iidvervtuH^e Ami htgNy 
ieoonvnen^ed lof A fHV WHtiA hArd 

AOlt 



iUMARTKA 

To proves h&w much iyfi a BASIC 
wnntn adMnturv cAn be icy EhiA 
M!iledomA»iicdpMy A» hierh-pecked 
iiu4bar>d. Hetiry. ileal yoar wile't 
money, crgep outoMhe tiouae 
wtttioul wAictng bcby or trippm|y over 
lliewAilmg mqggy. And ha^a a njgni 
Qii\ on me to#n ai ine eA9 in o A/id 
OMf li^Hariy UnsA'^^gry PlacAA. 
Tht problem is tJiat yoyr M^ife, deif 
UirthaataneACApeelrom Fndiy 
the 13th Pirt Si K 40. a homicidAi' 
ntaniAc With An ane^ Good 

vKAbulAfy if»d AA invantble 
program ihm rewmbkiri a word 
m«f« Gaitingihingftin A^oiylA^T 
itiff correct order it the fi erne ol the 
feme fiete, @i>t if yo u Are loo c Niver 
TiWA AF* very tncky imle Aicade 
MqyencM iruc^udfld Topurktia 
Ihttemay b^up^OTimg, bui tneyd^ 
Bivenuplho idv«nlurv ifyoubav* 
Irled Med Martha and anpo^d it t^en 




MAOllAflTHMU 

P/Oducar Mfkrog^f}, 4gK if. 95 
Mmc^ Itie lAirTie mm et before, 
eiccept thn timA Henry. Man ha and 

fo n Afs on hol Id ay i n S P4ir> M Ari h a 
hata hait^coiiMTi.a walle^ca^1ed 
iwait for 4|i Manud MarlhAtetioi^l 
Oi^ a by» lour A4th h#f $on. leaving 
MAfiy el To ii*ep a n eye o n He nry . 
who haia fucrel ^enideuf^ous wuh a 
Spanish p«npal Henry travel than 
holef wiih WftOLiel- hoi on hra- Imil 
Feature a by J I i^ght wtlh Henry Bi a 
itie Alar allractio^i Ha\ lo befiiLmsedf 

MABiD MOUNTAIN 

Pfoflfycef Pfit^p€ 4itoc'tre£. 4eK 

£4m 

SeetL om lh« Scroll of WF^dom inlh^ 

lejci advemore with loceiion 

graphics The^re **the Lflyai 

Aiaonmeni of ifamt and montiefs. 

bAfricrvg pu^fleaarKS sudden dead ht 

m rough inaKperienc« fteaaonable 

graphic A And medium fast FAAponae 

iimaa An average aii'oft. 



MIMES OF SATURN 
Pro^uem Mjkrog^n, J6K£^M 
I n olydes pari two — Fi el uc n to Cartft 
You^re niAh;i^ng a routiiw orbit ol 
3&Alum when a f Admtion itonin 
forcei yoy to crash lAnd on one Of 
if^e moom L uck Hy you coffl* do wrr 
leAr An AbAf>dorted mining oaaa 
Now you my«| i at off m learch of Of 
Lithi\jm Cry St A3 i lo refyel your 
fttaridard liiip Return lo Earth' get! 
you Oach In Apace Aod landing on an 
abandonecr and dAmAged apace 
Atation. i doling for 4 means of 
connmuntcAii fig with EArih Boih 
adventures Are vary stand erd, »ilh 
nor many iocAtJ^orit and irrifal^g 
random eli^menlv over which you 
hfAVQ no conl/oi Thegamrs lack 
atmoiphere and will nqi accef^t 
abbcevlahons mAking you type 
AMir yth i ng out Tedioui 




DENIS THROUGH 
THE DRINKING GLASS 

FOR 48K SPECTRUM 



1. Are they long enough? 

2. What is number 36? 

3. Who spoiled the photos? 

4. Is there really such a pub in Ptymouth? 

5. What made Woy dizzy? 

6. Is he a quarter pounder? 

7. A hole tn one or one in a ho^e? 

6. Where did he learn to tatk like that? 
9. Has he gone off his MaMnas? 
10. Who is it dummy? 

Score 10 - You wrote it 1 - 5 You've played rt 
-To get your copy of Denis Through the Drink- 
ing Glass send £5.50 to: 



APFIICATIONS 

SOFTWARE 
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8 St Paul's Road 

Peterborough 

PE1 3DW 




THINKING OF A JOrttfCK^ 
GIVE YOURSCIF TMf mHmHQ ^OQt mru tKf FAAULDUSNf M 






^tarenRntsofi?' 



VQU CAN NOW 
TAICE ADVANTAGE OF OUR 
SiP^CIAL f ACKAGC DEAL. 
THE S^EdmuM JCVSriCK 
INTERFACE 1W SUt^PLV IS THE 
OiSTLT il^T^AFACi FULiY 
COMPAT^SiE 1^1 TH THE l^lAPtO 
FIRE MODE OF THE NEW 
OUlCKSHOt II JOYSTICK AND 
WIL«. PLAY M1TH ANT GAME 
PEATURJNfl THE KEliFSTOItl 
O^TTION- 

THE iNrCRFACE l« ALSO 
COMPATIBLE WITH ALL ATARI 
TYPE JOYSTICKS, 




QUICKSHOTII& INTERFACE 

only 

£22.95 



OtV ''ElATl 

^tawi«MCtO0p*p 
Omqum/PO I4NAW40PT 



VOTEDAWihlNEft BY 

COMPUTER & VIDEO GAMES 

JOYSTiCK JURY 



W-rh ^<tvi Ikilt And a flUICIC&lfOT II 



VOy 






I mntAim Cli*qM*/PD 'e? t , 



U30% AT THESE FAtUiOUS F£ATUR£i 

*AiffOflAtSl¥IT€K 

* Htm IMPROVED CRIP • TD# FIRE 

BUTTON • THIDOfn FiftE MTtON 

* KHLT IN ATABILISIP^Q CUP£ » 



I*; NEWt40FT. IViMiLKJRN RD AD. A»lllt<]TON , 
HORTHUUACItLANP Ni A3 OPH 
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iriNESQf MDftlA 

Thf yinoni oi U^onA 4 re ihv AJ^ltnl 

Ldrdlolih«R^n^ Long ciettrltd, 
tht mirwi cQniiin old hoirtfiof 

iiKiffit ind «^il torFOFft of tiirli^i' 
«gn Vouffirisa^ — th«pTe^lfl-miS 
ottling oul«3iv« Mortiltri inclLid« 
TrotfB. Orca, Balrogs or W«ry5. 
Dosn cin be 0p4n«d Hy rorc«. 
$p«iii Of brlMry Dt ir^ door wprdf 
Sp*IM can b« bvg«^r>o€i for from 
wiivv^. trNJ traders 4611 yau wQund 
owUfiivr^. Conlfol ii by tl>9 Curt^ 
htyi, you c«r^ go Lip and <lowrk or ut« 
a warp whicN franiparlf to otMef 
rcc«tion» on « rand am lloof . Walcti 
QUI r^F th# iwo-pari load TM^afne 
it3#ir I i a mt X The sewn ihowt yey 
i {Han ol Ili« floor wiih a iitl whlcti 
$a£l you kr>owlh« l«val you are on 
andro^m number occupwd. 
wvapOfiry and arrrnorial tlatutn 
numbflf o! woynd*. i1f*no!h. gold 
co4l|K:led. jawsii cotl^tfi-cj and 
tpaila ftv4tfa&^ A line ai INe bouoni 
liiforfiii yoo oi what a gohfig on and 
ttltt wh«ih#r Of not loli^ht On 
mtAtifigfnof^iiVri Rgofnivinted 
mw plon^d <m ttia map. ihoii'ing 
fiiontfifn anaauiMarad It bvcomaa 
atftieutt to ffls piomwra aftar a whiia 



MOUNTAINS OF KET 
PmtiuctfF ifKmttv^. 4&K tS 50m 
Thit h« part one ol t^ Kfrt Triogr/^ 
Each E^ ttiMpifiteads^n toyifl ^ 
ilMff . Two w^iikii 190 iw waff ttwrwd 
lof fTHUdwid nmwiQ^d Id dvii^ 
ufile«a you undoflooH a dangtfou^ 
miMiQn - kKaifl th> j f c iat W Ttt mc* 
which i«f ai »w biM ot ii* MountiMm 
of Kd fiprtd whtch wtf fen ycM rHch Hia 
l«r i4d« of the mounEains M#ny hiva 
tnod aAd nona Piltfnod. Tha cpmpiAlf 



falna tw put of Edgftr, an 1 
buewtiMi h«a bwn ur^teriid In your 
mddsanaura VQur loyifty. Tha gam* 
■liifi |on t» ad^a ol a ^Matiaomo 
laay tani tw ffioi^tfilliin§» wn^rv you 
nvH ba abia lo ooAaci aoma of Ina 
imt iM fi W T ti wrtil^wilhatfcartaufayQUf 
ttjrvtval, vrtipOfii', ii horaa and aorna 
food JM rmjDh monayha biaan 
ufWKlad yoUp aotha (vi4 ad^faf^uiiriij 
bil(B ara diaoovaiing vraiis ol oatttng 
iw MM vMagef» ID pvi Hih tw 

lyounaad Thii^atiMMriy 

inwh ' ^ 



oaaLicwM pwJwHpyHBioiiir, wiai yoi* 



and a aanaa of humour 
a wy anfvftatnim 

advantyta iMlt^ an o^^rall CRASH 
raimpof 73%, macfwin ooda. 

THE ORACLES CAVE 
pfodt/c*r 00/1^ c 48t( £7 as ft; 

Ua^ng lh« cta^sic D^P fotiiiAl, thif is 
ai^aniintitd ^r^phici idvvniura 
Y Ou m yil ^e k I ha anirtnca I o iNi 
c avas I n « h^e h y cp u ara trappan^ 
coiiaciing 40 ynrit of Ira^ura or^ 
yoyr vhAv yov my^i aSfo coMact 
treasure -guarded by EoMrtpeciai 
m on start, The Mummy, Tha 
Centaur, Tlio Fjflry Dragon or Tire 
Black Knigtil With aach game the 
layout of the eav^i is randomly 
ganafatad 10 maiiDeadh play 
diffarvnl from iha Miat GomiTianda 
ara i^ntarad m raaonaa lo i menu of 
timMtd opTiom whkch aH^ow you to 
fnov*. rait anplora. usfl fa earned 
artkc^aj r J f i ft! ha pmanca 1 a 
tA«nal»T, hghi or run If you mimci 10 
mova tha manu ii raplacad by 
anoEhf p olfarinu iaft/rlQm/up/dowri 
When you' rtiuva thara it an 
animation ^nquencQ i«rhkch it vary 
AtFi dofia. i&xp^itiry iha deacant ot 
ita4r$ Thafighlq aj^efu^i. but yc^u 
FTiuat -MAlch your comOat atfenglh 
and that oi your oppot^ant very 
carafuity Anoin^^r pa^ni 1% to yia iha 
aJiplofa facility alf tha wfnie T ha 
gama §fcpm on you aa y oy begin lo 



raaMH 4tt potantiai Raatona&fa 
reiponi^ limeiL gi^od gra|3hici arid 
good vaiyafof monay OwaraW 
CMiSH rating 70% BASIC 



PHKRAOrS TOMB 

£4 0(S 

Make youriair r^h by plundefing a 
lufturioui Pharaoh's tomb Phippa 
havt put togathar a j^yr^ii planned tnd 
tomafimeiamy&ing advantura game 
hera. with test arvd local ion 
graphics. whiE^h am umpiy but 
atlrachwa l^eAponaav aire very faal 
and Ihe atitioftphara draiw yoy in 
again and ipam ^j^od vafua for 
money and «all worih pla^tng.. 

PliAIIA 

Producar. Acifomafa, 4$K CtOQO 
Thwa't noi much lo ba amd about 
Pimama. tha game that launchad 

ovar night the in^igniiicane Pi Man $0 
fameano igrtiine the game ^a 
mrac^y. Oatt, waif d and mfunahng by 
turns and to data ihe famous pnie 
wOrthJDS.QOO Iplui Indax linking) hia 
I not bean m-on Aiihough n runs on 
' standard ad^anlufa gama hnaa il 
fakas laiaral itilnkfng into iha laifmt 
of highar (or pafhfpa camp} art 
Slow rasponsat but that hardly 
manari, PI mania iii a diiaaia whi^h 
o^rcofFhsa moat thir>gs! 

PLANET Of KATH 

Pf&ttucm Arte iW£B9^ 
Ad^ntyra^A' finds yOu sfrltndad on 
an alian planat and y ou m uit find 
youf spa^ ship. Thafaa pr«t|y 
slraightforward i^uatt for once, but 
tha rouia Ii far Ifom siraigtittarward 
AlmOiphanc and chilling lo piay. 
you f el dra^^n in by tt^ wordi 
Plenty of haitardi Ig o varcom a ■ 
Good value 



QUEST 

Prodycflf WaiMon. 4^M £BBS 
Fmd a map hidden in ■ wodd 
mtiabilad by gi uasome monEiari 
guard mg iheir i^riiEory and varigys 
piacaa of traaftura To y ^de^lika ih« 
quaat in iquaalion yoLi can choosa lo 
b^ a wlisrd, a clatic. togue. fighter 
or Simpleton, each with hi* own 
characianstica ar^ abiiitiu A split 
taxt/§rapl^«c gaina. 11 h»a 
laaionably wkdp range of 
vocaby kiry Ganaraiiy a vary good 
game arid a traditional formal 
idvaniura with planly of scopa. Tha 
only ianoui dre wback ii that you 
can'l pLny onoihaf gam* Once 
finiihed me program q^iti 
parmaftanMy 





1 



1 



SAS ASSAULT 

PtO(fuCm MfkfO^^n. 4GK EE W5 
In this Ifrai and sOfnp graphici 
adNrtrfilure you are leading an SAS 
team who mytt facovar ihe Ry suan 
AmtiaiadorlfOm kidnappers baloca 
IheRuuiani lake Ehematlaf aaan 
act ol war The Rystunli being 7ieid 
m a farmhouse and part one n \Ym 
asH yil f^rt two. n Iha ravarta attit 
ol Iha tape, carriat Iha action 
forward with your rating a dapendani 
Mpon how weir yoy 6ti$m part one It 
alf mowas along at s lair j^aca, w^ih 
lavt dascnptioni end prompis ai to 
the w«aponf you carry and how 
many bunH you tart lire When a 
siEyalion davalop& you are givan 
lettered choici^s ni^e 'Go bac^^ or 
F i?a or 'Wa«f in bat ween there ara 
lirw drawings and lome mapi pyt 
mqai of the a^iNon 11 rapof lad by the 
oompy tar along the "Yoy hit one and 
ki I lad hi m; S Inei Ft 01 !y f as! 
reiponsat, a lively ttory and 
ganarally not bad value Q^arall 
CRASH tialing$«%M/C 

SiUPQFJtOOM 

PtQ^ixmr: ArUc 4BK m.B5 
Adyaniy re C takes yoy into ^uea 
and on a r^connaisianoa irip your 
ship it drawn by a Gra^Hon inaam 
onio an alienor yiser Fred, your pat 
android, informs you ina! Iha cruller 
ia in laaroh of hgminotd planati to 
capture tiavaa whose braint win Oa 
raplacad fc^ microchips The quea! 11 
to find thacompgiaf foofn and preas 
the bun on ^o switch a off Voy want 
to be wary in in AHic advanture, 
howa^r. ol switching of I too many 
coinputers should you come acfotf 
them rn'Plane^at beaih itiareiaa 
computer which yt?y may ba 
lemptodiodl^seonnaci Doing so will 
dump you into a Sinclair Reaaarch 
lo^l 
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YOUR PLANET NEEDS YOU! 



Train to saife Cmlisation by 



Subscribing to 



sop 0ffeaeA Crash Mier^ 




I Postcode. l^enclQseC 



1 CRASH (Subs). PO BOX10, LUDL0W,_SHR0PSWBE_SY810B . 
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UK LtlTLC IHDUUIS 

Aroc^gc«f £Mgi^ Fmnfmsm, 4SK C9,M 

Th9 ot3#cl Of lhg |gm# « ID B qfagB l 

lifi MM kndMfw, vMch m AourinH 

■ttrti ynoofivfiltoislly vnoygrt lnM« 
i tiift Qirrtiat HMh no •ppavnt wiv 
pyL Mpiotiiy Jwyju QMi m* tw 
isuntyild* wtiizzmg pttft ifw 

ntn Id tfop tiion iovtn 

puii up H Hw Anion of Lowvr 
itjiUnainn, wfil^ Mrts oufiota 
anoiiar pivMiTi. iin «B mgdii u tit 
jjMiifiiiy9*te going In Uppar ^ _^ 

Mn^ridioiik 'fi' 11^ rtuuw houH mrtteh 
bdongwllolhtliliMltOf 

goid n^ufifw ik liMm, bot no n Ivi 
ipiifili£4il ofiftit mftdt ffofi WDffhiVH 
mqta^ wliieh w0 guide you lo INi 
fQrftinBn«illf.Btwvnsd, rnwiyd^hif 
forturi* Iwnin h«v« h»^ p go »nd 
rmvm bmm% haanj torn ■ga^ UiuBl 
cviMt ifKi/giiigiiri^ fAciifiy of DioMi 
Fantuia ovnea, and n GtxiwpWBil plot 
imthy of ligfliw ayM* in 1^ 



TmENUCHHffi 

Author BmnHowm^ 
in in idvfrntun thu could tw« b9«fi 
wfftttn t^ H a w^ii, ym M« trw pMt 
■□i s Ideal fiHM ^ *Mvw if lorgiB 
tyhingham A OuMiy Gitt£«M^ 
■ tfirtUf^ jOb urffil tAr«ngf go«ng»-Dfi 
■TV nipdftftd «rtKjnd tt» old fmiH on 
itii9 moorv whleU balonga IQ Ml 
B O O tnlri& idftriWbyllnnimtot 

tagg^ moor ■» you tuf^ for the old 




r: 



fitouM IMM. M it flay ID dl* in ■ bog 
bt«oi» tfiai|! Andyig tit fK)ut* wtwf« 
Ihfl ml fldwtmv 0091 undvr wty. You 
may tvtifhiiir gtt to M 

I m Hii tftd tptoa 10 
looiii privfit tnd ratcuv fhv tliTw 
mflphkit't ovifWr Objtcti oofitcttd m 
ont dimtntlon mty wtN bt nttdt^ n 
anotiflr. lo i tH tufct* i4c< cif worldng 
om Btd Itngutgt fwy^ in 11)9 
tdmoniihmtinl io mmf\ your fnoui> 

dascnpcion^ am ■ g r aph i cs pr^<^ 
ttciity OvatHJ CRASH rt^ng «5% 

URUM UFflMT 

Sctnticvpa It Iht sd of lown vrttiw 
tvwi tit dogt cany fljcic-li^ilvH^ whtni 
titft^t Mfjf OM fdtd i^ and IT t a out 
waystPtet Tfua tem andgrt p hi c t 
advtnliini « stl in today'i oTbin 
tprtvd wmi urwTipiorm«ni 
opportunKlta. uncanng ^ptit i>oapMi 
iM tOtpHe poAc* «EaiK>n^ *trvmm 

i for obactnfly 4 cofrimon 
FootHl hoD^gtmnaumi tti# mtf 
itHit and rM aim t an yCH^ldnd in 
Cut llHOtt Ai«y ThB rwpcintat «r« 
^' .fiotai^itffaatandtit 
grapMca iMd^i add imt to tia oomam 
gffi wagwBfigjPtbyit^i ^ 
pflfvading ajbuotphni art fatitf akM 
M> biitd up. Qifittti Ftiirig . abova 
tv«f agt. ovatvl CRASH rating 64% 




Football Manager 

D#sl g ned by Ke vl n Toms 

Some of the feotyres of the gam©: 

* Malches in 3D graphics 

* Tronsfef market * Promotion and 
relegotion * F.A. Cup matct^es # 
Inlurv problems * Full league 
tables * Four Divisions 




* Pick your own team 
for &ach match. * As 
many seosons as you 
llkd # Managerial 
rating ^ 7 sicMI levels 

* Save game faclKty. 



ddictii^ 



*zx8fCharf 

1.iJJafKll4ti» 



Oonwiwnta ot»ui aw 9tfn* aom piwti of^ otf cy^^ 

M3qiltaWAhASfBi'll*«l»#»i|*»hfl^ 



PrvlrW 'tiff r TT^-n j^ =* -^-^ TP^tmofftait* Aoi^K^t^Qommemtfrtft'!^*'^**^** 



. i-^ace itockisii ri! 



VAMPIRE VILLA6E 
Frcaucm Tofmifml 4W£S.K(^j 
Thii grjphhc^ advvniu^e li to 
gfaphi^cs-onfrvted thara ii titfdiy 
any ta K ti 1 cofitand vrith. tlit v4< laga 
^f vlaidort livas un^dff IT19 ^sdow ol 
tht vampire icaat^. and Adi Mayor of 
iht iriillago you inu$K find voiuni&araH 
p-r&vid* fhem with m-on^y to buy 
flQulprntni and lood, and g#i ih#m to 
halp fQij ^«atray tht vampire 
in«nac« Usual varfipJrtruM 
apply— italcei itirQugh iN* haart no 
%lng by day. garlic Eirepa. tiim a1 
hay Ttifl frcrf^eh dB«pl4y) d map of 
Via^dorf and ihe SiUrroLmding: 
cotintrysidD wiih hoiiiol btac^ 
iNapaifo^Ouiidingf Vouconitoi 
your voiurslfflT by lh« cu i*or Iceyi— 
ha's a tmali f^imck doE ^^and yciy c^n 
■and him 10 f riopi to buy Ihii^t (nke 
garric] . Iht boat houtt ror a boai to 
Croat ttm rivtr (ttvay drCiwrii it thaf 
tall InJ. the cburch tof noly waiar. 
RfKa so on Tnaviiltga o<ptratat m 
r#al Tkmp mm\r}Q tfom day 10 nighl 
with ihfi uaytt raptdiiy ol all good 
hortot tiimtt An trrquiua^ gatnt arilti 
many oihar ft«iuf«Land raasonabta 
value lor monay Ov-oral^ CnASH 
rating $4.4ib M/C 

VElNOrSUIR 

No adventyre anliTQEo^y would bt 
com plale n^itn out iti 19 on# T a^t 
Qf\iy. biit fluid, copious leil wil^ tait 
ratponit tJiThDft ifid a lema of 
numouf Ihal Laket iomg oi Ibt ilmg 
If om th^a gruttoma ttbt of itf ror 
wliicfi lutkt within ifiteompiax 0I 
V^inof^tLur Thera^'ta cla^ar u»t ot 
lepaii loca|iori» whhch mjikfri you 
Ihjnhi youartp't gaitinganywhera. 
when In fac^ you muti keap i>nl#riiig 
Iht atma com m and for hvt or sip 
jj*ps TMdar?izflnjof rhia 
adwnlura are a fncinitrout Iqrt^. and 
I ha gobiinii ara Irlcky inde«^. ChOta 
your chafaclar caratyliy. vriiiard. 
warrior err pfiasl. ind vwaEch. oul tor 
iiiu$iorri. wriiicnaboynd Highly 
rtcomrfHindod. 
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Beam US 





UnH 8, Cinalside Fndustrltl EstatA, 
WoodMrwStrMl Ea»i, Rochclal«, Lanes. 
0L16SLB.T«l: 0706 341111 




At R&R we believe 

that vaiue comes first, 

and we make it our business 

to ensure that we provide good 

quality programs at realistic prices - . , 

tor your en|Oyment. 

ALL ARCADE GAMES NORMALLY HAVE 

CHOICE OF KEYBOARD OR JOYSTICK CONTROL. 

Should you have ditftcuity in obtaining our products 

f rorn your local Dealer please send c^«que or Postal 

Order indicating titles required, for return of post service 





a 



CHOPPER X-1 



iflf 



£5.50 



GALAXr WARLORDS 

A M idHn inadMH AMI ^iH gflvii n iivft^ 
mAwt^t^ma^mnm Tin #ipii y tuff hpiup 



JUMIOR ARITHMETIC 

fftr|pif|l£9*drtfn| 

4fi fliaiM^ tOaUlicntf ^ifinn IV fr-i THT HI 

■rt Q&^TicM and npiiAHi wig «#( i vimi^ 

.^.-.-^ ,„ £4.95 



SPECTIPEOE 

Eii|dPftii»v«BinisMfniciiiWD 

i^ T p J Mvi mi MP fGVt vd an 



.i. £5.50 



aOLF 



£375 



■ Hf 



GNASHER 



STAR TREK 



wiff'Hwiii iWU itJtii 

"^^ p.. £4J5 



DEALER ENQUIRIES WELCOME 

R& R Software Ltd. 

5 Russell Street, Gloucester GL1 1 NE, 

Tel (0452} 5028T9 




lf« 4fKSpiCtrWT^Si1lyk 

ar<^Thiiy»iji ai i Tjyi i ii ipiiJflii*tt WP**! 
p^tffJP ^ nvty i^^cMlrilHlmtilirftxi^ i^h> 

**• M. £4,95 



OTHER COMPUTERS? 



tetfiAl toJWiHiliir 



1» /i^l Jfii dkt ^hrwf^ 



CALLING ALL PROGRAMMERS . . . 

VMANTED New. Ouaiity Software. 

Send us your latest Program 
for evaluation - NOW. 



AVAILABLE FROM LEADING DEALERS KAHONWIDE 



THE EASIEST 
WAY 



SI 



BUYING 
SPECTRUM 
SOFTWARE 
YOU WILL 
FIND! 

I have to do h fill m the form below artd ictnd 
it off, We still offer a fft££POST qrderlr.a ,.,r ^;f .. 
but please remember that it can ta)<r 
times longer to reach us Chan c 
post. If yoy would prefer a spec pier acnvcr/ meri 
we recommend you use a stamp. Orders 
received with a first class stamp will be 
despatched within 24 hours by first 

ANY OF THE SOFTWARE 
REVIEWED IN THIS ISSUE* OF 

CRASH MAGAZINE MAY BE 

ORDERED BY MAIL USING THE 

FORM BELOW 



CRASH MJCRO GAMES ACTION ORDER FORM 



T«l«phqn# Ludlow <0lt4) Sil«. 
PI cue vend me the following titles r Block capitals pleate! 



Tkle 



producer 



All ptidi irv ti {^ycHed vn4tr tt**tf« 
ft«idin|i jhd InCJkKdf VAT Cmb Kitro 
Gimri Atllon mikt ne- c h jr|t for poit;^# 
ind P4.<; Ii4|| rm CuiLomef t m E y ro^ 
th outd idfl wp p** n^JTi f Of F^frii ftnd 
|ildiin| Due tide EkK-Dpe. pl«ii« wfitc l^nt 



pKHUlofiJ«rt pifiblt^O 
^RAWMICftO Fro« 

Stei4iii<| d^ic|y4i <fr 



SubToul:£ 
Les.i Discoufit I 

Total incloHdl 



Amount 



Nemfl - - - 

Subscribef No, 
if applicabli 



n 



Address. 



Postcode 



SPECIAL DISCOUNTS 



£1 

SOP 



OFF Am OftOEfl WOHTH 
MOA£ THAH C20 



OFF ANY ORDER WORTm 
ttAOR£ tKAM tlO 



Sorry - only ONE voucNef p*r order I 



CRASH MICRO, FREEPOST (no st<7m^re<^u/redj, LUDLOW, SHROPSHIRE SY8 I BR 




mii^ 



Orion 



Producer: Software 
Projects 

Memory required: 48K 
Retail price: £5. 9S 
Language: machine code 
Author: Ian Bey n on 

After an attack by the Dark 
Horde, too at yoyr Beta Class 
andtokis w^te kidnapp^. 
Vouf missbn ts lo rescue the 
androids froin the under- 
graurKi maze beneath itie 



artd a taller status panel on the 
right which shows score, his* 
core, time and shietd power 
Each of the mazes is relatively 
simple in layout and there are 
four Zygons and tour Renlims 
to Oope with. When you run 
over a Renlim, or^iy tti^ smati 
squares at each intersection 
remain (your scanners am 
deactivated), so it becomes 
hard lo make your way round 
the maze to collect the next 
android When you leave a 
maze the scfeen flashes, 
closes down, then opens up to 
feveal the new maze inio 
whrch you have moved, re- 




Gf**n Z^BOn* *n6 whiir F<r r. ,in u.i Lki lof* ttwpNMf or you WX1 10 tort* 
iMM-iMyyiHiwaili whiter thdj^ wmi». 



palace of Nedab, the leader of 
the Horde Twenty-five 
caverns aie taid out on a 5 x 5 
grid Starting Irom the centra) 
cavern, you must jOumey 
through all ot Ihem collecting 
your androids. There are four 
imprisoned androids per 
cavern. 

Qreen Zygon guards are on 
patrol in the mazes. Although 
these only wander arour>d aim- 
lessly, they kilf on contact, 
Your Orion buggy is equipped 
with WX 1 1 force screens {the 
ones with the whiter- than- 
white green specs) which, 
when activated, enable you to 
destroy Zygons. There are 
ajso whrle coloured Renlim (for 
faster acting relief) and these 
can be run over for extra 
points, bul your scanners will 
become daactivated until you 
collect anoihef android 

This puts ft fairly simpSy. but 
should you run over a secorKl 
Renlim before collecting an 
android, you wilt be destroyed, 
and your force field needs 
replenishing after use. This 
happens automatical I y but it 
does take time, so repealed 
contact with Z^ons wi)l result 
in death. 

The screen is split into a 
large playing square lo the Feft 



establishing the scanners M 
they were still out. 



CRmCtSM 

Fortunately your force field 
is ever rechargirig, so it pa>^ lo 
keep an eye on the status 
board- because it is drained 
very quickfy too. There are four 
movement speeds which can 
be altered actually dufingi play 
to give you bursts of speeo, 
bul. of course, everything else 
speeds up loo A good addic- 
live game with plenty going on 
The aliens are very nicely 
drawn and colours have been 
used well The sound has also 
been weli used to ^ive max- 
imum enjoymeni w^tiiout the 
expense of a headache!' 

Msie games seem to 
mmBin popufar with prog' 
rarnmers. and H is becoming 
harder to find somethmg n^w 
to <k> With them. Onon aGtuaffy 
msembtBsa B&rs&fk' g&m^ tn 
some respecfs; but th& 
graphics tift n far above tfiosa 
humbie beginnings. This is a 
vaiy simpfe td&a - go In and 
rwcue your androids, but rt 
manages to t>e playable and 
quite addict rve The graphics 
are detailed and reasonabty 



sn\ooth and I enjoyed playing 
it; 



COMMENTS 

Control key a: 0/A up/do wn. 

0/P left" right. B force field 

Joystick: Kempston. 

Hardware Projects Soundstik 

Keyboard play: very 

responsive 

Um o» colour; very good 

Graphics: smooth, fast and 

detailed 

Sound: very good 

SkJIl levels: i but 4 speeds 

Lives: 3 

Screens: 25 

General rating: very good, 

addictive 

U s e of computer 66% 

Graphics 76% 

Play ability 61% 

Getting started 72% 

Addictive qualttles 82% 

Val ue for mo ney 76% 

Overall 76% 



Space 

Station 
Zebra 



Producer: Beyond 
Software 

Memory required: 48K 
Retail price £5,95 
Language: BASIC and 
machine code 
Author: Pat N orris 

Space StatiOf} Zebra, apart 
from being a good name for a 
science ficlK>n movie, is, as is 
name suggests, a space sta- 
tion. It IS situated at the farthest 



outpost of the gala:xy, spinmrrg 
quite happ^ty until the aliens 
Dome^ Now the energy 
reserves are low. only one laz- 
gun remams operative, and 
you are the sole remaining 
survivor. 

The screen display is seen 
as if from a COntro) tOwer of th^ 
nng-shaped space station, 
wiln the outer nm just visiWe ai 
the boitom Beyond thai are 
the outer reaches of space, Hh 
led with stars Selow the view^ 
screen there is a radar, a thruM 
indicator, and an energy tevel 
indicator. The radar screeft 
shows the view around 
the station unfolded and aliens 
wilf appear on I he screen The 
lazgun only works when there 
is sufficient energy The sights 
are iwo fine markers lop and 
bottom and left and right o1 ttie 
view screen. When the game 
starts the station is rotating and 
the aliens wtll try lo attack the 
blind side. The spin must be 
halted before the lazgun can 
be used» so the radar is em- 
ployed to bring an alien rourxl 
tg Ihe front. 

The alien craft appear, with a 
partial 3D effect, to attack the 
station. Your station's shietds 
will only survive seven hits, but 
are replenished with every 
completed phase There are 
three phases wirth meaner 
aliens each time. 

CRITICISM 

The altens come towards you 
in a poor 3D effecl Each move 
you make uses up energy, with 
recharges if no keys are pres- 
sed . When you pres s 1 he thr us- 
ter di^rection lo start the station 
spinning again, the ihrusters 
always come at full power. I 
didn't like the way this hap- 
pens, total (y unreal 11 ^c. The 
game has no real content and 
laser control ?£ difficult without 
any c ross hairs. No or^^nal , 



Ooad graphic* fKJl i» po^ ii*« cm lh# frlri0«s ^ Nfiew^ 
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ideas have gor\B into this game 
itall. Tefriblev 

'The gmphics 010 vBfy good 
looking Wifft smoottify scrolfing 
staf 3Cree/i, so it SBBms a 
shame that the gBms itBBtt 
dO€sn t f&atiy five up to them. A 
SBfious problem is tha laser 
sight The small markers st the 
extreme &dge& of th^ view 
scf&en are hard to see Br}Y- 
\/\f0y, but when you are staring 
in the centre of the scroBn as 
aa sfien comes towards you, 
S\ey canno! be sem at alt, 
¥trhich seems entifely pointless 
and makes the game unptay' 
able: 

'The game idea is qurte sim- 
ple - shoot aliens as t^y 
attack you in a very poor fook- 
irtg 3D with your laser wh»Ch 
can! move tasi enough 10 cope 
with them unless you are a 
clairvoyant and have it aimed 
right at the place where the 
^len appeafs^ Good looking 
graphics, though poor 3D but a 
rather unplayable and uninter- 
esting game.' 

COMMENTS 

Controls keys: and 1 

sJop/start rotation, M fire, 

A up/down on sighis 

Joystick: none 

Keyboard pJay: reasonat^e, 

but slow on the movement ot 

Sight 

Use of colour: good 

Graphics: smooth and 

effective, but poor 3D 

Sound: fair 

Skill levels: 3 progressive 

LIvM: 1 . shields take 7 hits 

Genef at rati rig: waste of 

money. 



Use of computer 

Graphics 
Playability 

Getting started 
Addictive qualities 
Value for money 
Overall 


40*4 
60% 
20% 
63% 
10% 
15% 
35% 


Potty 
Planter 

Producer: Mogul 
Memory required: 4QK 
Retail price: CS.SO 
/lumor WlchaAl Walbourne 



Potty Ptanter is a mirror Image 
Pacman" game, which is to 
say. you must guide your man 
abOiit a senes of mazes, drop- 
ping dots on the way. while 
ghosts chase you. Instead of 




Pony PHani^ turni otri la be 9 *4«mctiiL 



four power pjfls ar\ti several 
ghosts, there are many^uch 
brown pills' dotted about and 
onEy two ghosts As soon as 
you eat a ghost, another 
appears. The pilJs are only 
effective for a fa* seconds or 
lor one ghost, wh^ch ever is the 
aoonr&r. Bonus Iruil ^^e aH over 
There is a wrap around iLinn^el 
horizon (ally, and an exit gate at 
the bottorn right-hand corner 
which must be reached when 
the last dot has been laid. 
Occasionally a bird tries to eai 
your dots, 

CRmCISM 

'Once the maze has be#n 
oovemd by dots you make your 
eKit through a door and into a 
different maze, if the bird thes 
to eat your dots the only way to 
prevent it is to eat it. YUK! The 
maze m drawn verv well but 
diarftqters such as ghosts and 
yoursoff are not. Also the 
movements are written i^n 
BAStC, which makes every- 
thing a bit sluggish, and it can 
take as tong as five minutes to 
complete a maie I can 1 really 
recommend this game, though 
it you like arcade games and 
have s4bw reactions it migh! 
suityou; 

The graphics are small and 
jerky, Soriia form of data cor- 
ruptiof} must have occurred on 
toadmg because ttm shapes 
of the moving characfers did 
nof seem nght: a mess m tad 
A fair to average arcade 
game.' 

n look an astonishingly long 
time to bad ~ I began to think it 
was a Commodore tape! The 
resulting program hardly 
seemed worth aii that writing to 
me. As a Pacman^ it doesn t 
have the grace of the original ; 
as an afcade game for the 
Spectrum today it doesn't have 
enough originality or quality in 
the graphics. ' 

COMMENTS 

Control heym: Q/Z up/down, 

f/P left/nghi, quite well placed 
JoysUok: none 
Keyboard ptay: faidy 



responsive but not sufficiantJy 

so in a t^ght spot 

Uae of colour: good 

Graphics: Bmatl Jerky but 

good maze 

Sound: reasonable 

SkilllevelsM 

Lives: 3 

General rating; fair 



Use of computer 

Graphics 

Playability 

Getting started 
Addictive qualities 
Value for money 
Overall 


53% 
42% 
47% 
53% 
38% 
40% 
46% 



Dragonsbane 

Producer: Quicksilva 
MemoHf required: 4aK 
RetaN price £6,95 
Language: BASIC with 
som& tW'C 

Author: Preston, Hunt^ 
Rose & Moore 

This graphical adventure style 
game lakes you deep inio the 
maze of rooms thai make up 
Earthstone Castle^ where you 
must battle with vampires. 
zombias. skeletons, grvphons 
and sphinx, among other 
legendarv beasts. AlT this to 
rescue the Princess PfitUla 



from the Df agons Lord, . 

There are 1 73 rooms laid out 
in a roughly radial manner, m 
that progressing backwards or 
forwards a number won L aclih 
aJty mean endir^ up in Ihe 
room neict door. 

There are M duplicaied 
morYslers to encounter . some 
friendly, most nol, and you wiH 
need to eat food regutarly to 
keep up strength, although 
oversea I rng wilt give you indk 
gestion and halve your 
strength! 01 course, there are 
also all sort$ of useful objects 
lying about to be pcked up 
when they are needed - if you 
can work out when that is. 

The screen is divided up ifilo 
a main viewing area in which 
very simple SD-styte images 
appear of each room, plus a 
colour representation of any 
objects or nrK>nsters, at\d a 
status area, which gives an 
indication of the direction in 
which you are facing, the 
weapon you are usir>9, the 
room number you are irn and a 
key to the coJoured bar codes 
tieneaih. which indicate the 
amouhl of strength you have, 
endurance, skill, and your pro* 
ximily to both the pnncess and 
the Dragons Lord. A display 
panel above the view s^een 

Eompts you with messages 
e. 'Do you want 10 speak with 
the beast?' The view wilf also 
clear on pressing key H !o 
show you your options, which 
are: pick up or drop an object; 
change a ready-to-hand 
weapon: eat some food: call up 
invenlofy; Look, free prkmi^ess; 
and quit gan^. 

The view ar^ will also dBm 
to give a verbal description of 
any battles taking i^ace. 



Lonaly e«Hl - WEKikl llkt to CMttcl ibitiir for mutiMl tH»nd«hlpwlll 
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CHtnClSM 

'Movement from mom fo 
toom f3 done by pr&sstng the 
cursor keys, which iS qutto a 
good rtfea. afthough it you 
press too long you mey rTK>ve 
OtfOugh severe! foorns et once 
without feaiising. The cornpu- 
ter doesn't say much through- 
out the game, making the 
Bdventore qwte t>onng after a 
short while. ' 

This ISO t a proper adven- 
ture because the player has lit- 
tte control over the game and 
there really arefi t any purzles 
to solve other than the geog- 
faphicai one - ^here are you? 
Most moves are made as a 
result o( an option menu. The 
M^fB9 graphics make a fine 
tracery of white derail lo tie 
everything togettier in a vag- 
uefy Gothic 'looking way^ but it 
doesnt make up tor the 
almoGphere lost by not having 
proper leti d«scriiptior>s. and 
the 3D effeci of the rooms is 
extremely simplistic. Not my 
favourite type of game.' 



COMMEMIS 

Control k^ysrcursofs. plus 

prompt keys 

Keyboard play: reasonably 

responsjve 

Use of colour: rea&onatrie 

Graphics: detailed creatures 

although slowlsh to appear 

Sound: poor 
I Skittle vela: 1 

Lives: 1 

Screens: 172 rooms 

General rating: neilher 
! adventure nor arcade, this 

game falls between two stools 

ancf fails to captivate. 



Use of c o mputer 55% 

Graphics 64% 

Playability 54% 

Getting slarted 59% 

Addictive qualities 42% 

Val ue f o r m ney 52% 

Overall 54% 



BriUant Qfsptilcfl. ^nvtng and btll« - aU pmi of m« tun tn Pog^. 



Pogo 



Producer: Oceari 
Memory required: 4a K 
Retail price C5.90 
Language machine cod© 
Auttior: Ronald Rhodes 

With a hop, skip and a iump, 
Pogo is what you might call a 
second generation Painter- 
lype game Actually it s based 
00 the arcade original O-Bert/ 
and Ocean's version tooks 
eKcellenl Last month we 
reviewed Pi-Balied from 
Aiftomabi, and Pogo it very 
similar. 




Resembling one of the 
crystal constriK;ts from the 
opening sequences of Super- 
man I. the Planet of Steps is 
the playground on which Pogo 
my St survive. Iri eflect it is a 
pyramid with 28 steps: 
hexagonal -shaped steps in 
3D The top suriaces of ihese 
steps have to be re-ooloured to 
match the colour shown in a 
step ai the top left of the 
screen. To do this Pogo must 
bop from step to step When he 
lands on one it charges colour. 
He loses a lile should he hop 
off the edges of the pyrarnid 

Unfortunately he has been 
pursued from his home planet 
by some enemies. These con- 



sist of glass balls, a snake cal- 
led Hiss and a few scorpions. 
The glass baits drop on to the 
steps from the tojp and rdl 
down, cnjshing anything m 
their path. The scorpions fly on 
tfom the sides and try to sting 
Pogo, wtiereas Hiss actually 
chases Pogo about. The bes^t 
way to avoid Ihe snake rs to 
jump on to one of the flytrhg 
saucers that imqm beside the 
steps. Not only mU this irans- 
pon Pogo to the top ol the 
pyramid again, it wiN lure the 
snake off the edge to ts death - 
for a while! It comes back soon 
e^ncugh. 

Depending on the screen 
level, Pogo will have to change 
the colour of the stef^ once or 
twice, t^iere are also a varying 
numtier of saucers, which n^y 
only be used once per screen. 
For the fifBl four screens there 
is only one colour to change 
and from screen 5 onwards, 
two. Bonus points are awarded 
for ftying saucers not umA. 
The tniay states that the 
pyramid contains 27 steps, 
which must tie a misptint as 
there ar© actually 2&* 

CRITfCfSM 

A well-presented game with a 
very colourlul loadir>g screef> 
and clear instructions. Pogo 
has the best 3D effect that I 
have seen on the Spectrum for 
this type of game. The graph- 
ics are excellent and very 
much like ihe arcade vers+on - 
they are fast, smooth, well 
detailed and responsive, with 
superb use of colour The 
sound, too, IS eMceptionat Its 
a well thought out game which 
IS very adoiciive and which I 
can certainty recommend, 

"The charactertut drBwmp of 
Pogo h^mssif is quite enfoy- 
a&te. 3f?tf ^e detml ot the 
others is well done Pogo as e 
game /s stmngiy coloured md 
the graphics are test and 
smooth its a simpte game 
idea, and one that works well. 
(S piayabie and addictrve My 
one compfamt f$ that the keys 
are abttof a stretch. The four 
directions are actuatty 
diagonat$ end Ocean have 
placed them at the extremities 
of the kByt>oard, I would ha¥e 
thought the end keys on tfie 
rwo bottom rows would have 
been a much better sotution,' 

Pogo IS an extremely play- 
able version of the arcaoe orig- 
inal WJth high -quality sound 
and graphics Its better than 
Pi B&tied on control with lis 
exceJlent responses, but I think 
Pi-Balied has be tier booking fly- 
ing saucers, Good control 
helps lo make Pogo very play- 



able and addictive and, all 
round, this is the best version I 
have seen. ^ 

COMMENTS 

Con«-ol keys; i ^tsj/left; 
zero up right, CAPS 
SHIFT down/left and 
BREAK =: down/ hght 
Joystick: good range wWi 
Proiek, Kempston.ZXSona 
seiect menu to which you 
return after each game 
Keyboard play: highly 
responsEve. a] I hough keys 
may be awkward for some 
Use of colour ; excellent 
Graphics: very good 
Sound: very good 
Skill teveIsM 
Lives: 4 
Screens: 16 

Genera J rating; addictive, fun 
and very good value for 
monkey. 



Use of computer 

Graphics 
Playabifity 
Getting started 
Addictive qualities 
Value for money 
Overall 



84% 
84% 
89% 
83% 
92% 
92% 
87% 




Pedro 



Producer: ifnagine 
Memory required: 4SK 
Retail price: £3 J5 
Language: machine cod© 
Author: Frank Johnson 

In hne with ImaglM'i new pd^ 
icy of detailed inlay cards, 
comes a new super-low pikm. 
The inlay gives detailed 
instiuctions on how to ptay the 
game, as well as detaEls on the 
author and his host of helpers 
which include some other pro* 
fassional mu^iciang Imagine 
have hired to ^m prove the 
sound on their games. 

Pedro 15 a sad Iririe Mexican. 
AI least. i1 hes r>ot sad. hi 
should be. Trying to scratii* a 
bare e^cistence fronvthe dry soil 



» 
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nm vnlNcnQwrt Mex lean Jurti ptng ^M^n, PMfo. hH gmn f ing»r i ind biaody 
ndtMlAM i>c«» #Jttin£t^on of hfE gird«fi. 



is hard enough without having * 
to oope with hofdes of pre- 
dators He has a box of seeds. 
with which he can replace 
ihas« plants eaten by tha nas- 
rits, bur a tocal tramp ^s fit<aly to 
stroll if! and laNe them it Pedro 
doesn't slop him in time and 
(Tighten him off. Actually the 
nilay states that Pedro has the 
most beautiful 1 lower garden 
South of The Border, and that s 
■Mhat ^t/icts all thie animals to 
coma and eat the plants, 
These indude ants, rabbits 
and cats, among others. To 
stop them Pedro may jump up 
and down on them, ©r he may 
lake bncks from the pile, or 
compost, and block up the 
eni ranees 1o the garden. The 
game is Over wnen all the 
ptants have been eaten 

The action is played ourt on a 
screen which suggests a 3D 
perspective, and this is accen- 
ligated by the I act that up and 
down are in reality diagonals. 

cnmcisM 

The game has many key 
cortibi nations but they are 
poorly faid out in respect of the 
speed with which you have to 
use the pick.'drop' stomp key 
The graphics are detailed and 
reasonably smooth but oddly 
for Imagine, the colour looks 
primitive. The sound - well the 
tunes - a/e fabulous. The 
game is an original idea but I 
thought badly executed 

Movement can be very tricky 
and unreliable, and attempting 
10 make the game 3D is realty a 
problem wtiich makes move- 
ment and the game actually 
more difficult to play. Not rtiy 
favourite Imagine game at al!/ 

Pedro IS a rather odd game 
from imagine. The screen is in 
semi'SD perspecUvB view, 
^ich m^kes PBdro movB 
about mther oddly- The des- 
tfOytng ot ammats by stomping 
on thBm is hard due to tfi^e con- 
trols tetng d^icutt to mBnagB. 
ThB gmphicB are good but not 
e^cepfro/ra/, and frtere are a 
/etv attribute probtems with 
colour. This is not one Of 



tmagine's best games. 
al^Kiugh wh&t is poor from 
Imagine stilt rates average dua 
to mm usuBl high standards, 
which I hope arent SUpptng 
However, tf?e more I played 
ttie game tfi9 b^er it seemed, 
and It did grow on me tn a 
way. 

The game has been 
designed to be quite hard to 
play . with so many animals eat- 
rng the plants. Pedro can only 
carry one thing at a time so he 
must decide whether its to be 
seeds to plant, bricks or com- 
post to try and btoch off the 
garden entrances. But some 
animals seem to eat b<icks as 
well. It would have been mort 
manageat>l0 if the keys had 
been kinder. Placing seeds 
(you only have a limited 
numtier which is shown at I he 
lop of the screen) tended to be 
ditficult because of the pers- 
pective angle chosen Great 
tunes, but only average 
attempt overall, with rather dis- 
tressing u$e of colour. 

COMMENTS 

Control keys: left/right 
alternate keys bottom row, 
down - any key on 2nd row. 
up -= any key on third row. 
Jump, pick, put - any key on 
top row or SPACE 
Joystick: Fuller, 2x2. 
Kempston A6F. Proiek 
Keyboard playt very 
responsive, but finicky in 
movement 

Use of colour: average, 
although plenty us^ 
Graphics: detailed, 
rea&onably smooth 
Sound ( game sourtd, poor, 
tunes very good 
Shlll levels: 1 
Lives: i 

General rating: fair to 
average 

Us© of computer 70% 

Graph is 63% 

Playabillty 47% 

Getting started 61% 

Addictive qualities 55% 

Value for money 68% 

Overall 62% 



Adder Attack 

Producer: Mogul 
Memory required: 4flK 
Retail price: £5 JO 
Language: machine cade 
Author: M. Smith 

This game is a remake' o( 
Po stern" t Snake Pit. whteh 
was afw tor the Spectrum The 
object IS to go about ihe screen 
collecting goEd nuggets. In the 
various corners are snakes, 
coiling round and round, trap- 
ped by the nuggets Only one. 



the edge oyer you" if it corns I 
to an argument. \ 

The graphics are fajrty fast i 
and srrtooth, although the col- | 
ours could have t>een bener 
used: yelfoiA^ eggs on a white 
background are hard to see 
weif Reasonably addictive, , 
because simple, but perhaps 
not very tong lasting/ 

COMMENTS 

Control keyi: user-definatJie. 
lour directions required 
Joystick: a I mot any vra UDK 
Keyboard play: ^easonab^y 
responsive 




Squirm mnd wiiggi* - youf hirml#«i iitrlo Ulingla fBcsm in^k^ phobia in 



a blue snake, is inteHigefit 
enough 1o go collecting nug- 
gels as well, and as ii dc^s so it 
inevitably reload the ottier^ 
snakes. They do not collect 
nuggets, bul ihey will collect 
you (f you meet one head on 

So the strategy is to c^llea 
as many nuggets as possible 
without releasing any snakes 
yourselL and do rt betore the 
blue snake releases I hern all 
Clear a screen and you go on 
to another one wrlh more 
snakes, starting with five and 
going up to eight 

CBlTiCISM 

The game rs a very panicky 
one to play, especially as Ihe 
snakes are very intelligent ~ 
perhaps too intelligent, They 
are also fast moving Quite an 
addictive game where live<y 
reaclions are needed ' 

Snakes squirming o^er the 
screen is not a pretty sight, 
an d these are very fast mo vmg 
ones I thtnk Posterns Snake 
Pi I looks the better game and 
has the better graphics, but 
tht$ verskxi is stiH very ptay- 
abte The user-defined keys 
are good, and the responses 
reasonable, although I thinf< 
the snakes have t^en given 



Um of colour: average, could 

be tetter used 

Graphic*; last and fairly 

smoosh, but very simple 

Sound: fair 

Skill levels: 4 

Uvea: ^ 

General rating: an average 

game from an older idea, 

medium addictive 

Use of CO rn p ute r 70% 

Graphics 56% 

Playabllltv 68% 

G e tt i n g st a rted 60% 

Addictive qualities 68% 

Val ue for mon e y 58% 
Overall 
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Adventures 
of St. 
Bernard 

Producer: Carn#ll 

Software 

Memory raquired: 48K 

Retail price; £5.95 

Language: machine cod* 

Author: St#phan Kirk 

Here's the chafKe yoy ve alf 
been waiting for - (wcome a Si. 
Bernard clog caJled Brandy and 
rescye your i Wat r sss trom Itie 
dutches o( tho abominable 
snowmari The ^o$r^ is some 
northern wastelands where he 
Ives a rugged and dangergys 
existence among the moyn- 
terns and ice fields. 

In stage oiie. you must make 
Brandy mn along, but he is 
beset by black wolves from 
both Sides. TuniLng him to face 
the attacking woH at the nghl 
momeni wilt resutt in the woTf s ' 
cteath. Whichevef direction he ' 
njrts in, a woM will atta^t from 
tehind After seventeen dead 
wolves Brandy moves to tt>e 
next screen where he has to 
jump over holes in the ice 
through whk;h walruses are 
rearing up- Stage three sees 
Brandy climbing up fo the 
siKrwman s iair, leaping over 
fallir>g snowballs and fighting 
off the wolves agam. Stage 
fourn and we are nearing the 
lair. The snowman junips up 
and down, causing Brandy to 
sljp down the mouniam In 
stage Irve Lhere are more pools 
of water, a walnjs and skating ' 
pef>guins. 

CRITICISM 




Attt boyi Or*l3 4 won, lM|} ■ walrut HKt luep thm bnjKtv iiOfinli^o. 



seems to fto v&r in mid- air, wait- 
k}g for (he deasf to come -up 
ufiderneath a, Th& skating 
p&nguins are very good This 
*sn t a fast game . an d th b fnmn 
irritation /s tn the vQry slow 
raspons^to the keys, mtendad 
prasumabiy, biiff^ot very good 
as it just frustratBs in th& and. ' 
This ^s quite an original 
idea With quite good graplii^ 
but all in all. not quite good 
enough to appeal for very long. 
It takes ages to gat through a 
stage considering what s hap^ 
pemng in each one, and so 
soon becomes uninteresting.' 

COMMENTS 

Control key*: 5 or Z left, 6 Oi 
M nght. SPACE to iunip. 
Joyatlck^ Protek. AGF 
Keyl^oard ptay: frustratingly 
inhibfted 



1 was quEte surpnsed when a 
30 view appeared in a way Ittat 
I only noticed after about 5- to 
minutes playing - the foreg- 
found moves much more 
guickty than ilw background. 
Brandy runs fairly wetl for a dog 
With only two legs and a tabi ec- 
toth taoking tail! A transparent 
walfus takes the theme of ice 
and cold a tittle too far, and 
they are also very difficult to 
iump. After a short while the 
errtire game becomes repete- 
th^andbonng; 

The graphics are nica and 
big and reasonabty welf a/ii- 
mated, but I had femb/e trou- 
ble gerting the dog to jump a 
wa/fus- ft t^kas off wrtft 
encoyragirtg e/iergy. and than 
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Use of colour: for an k:y 
game very good 
Graphics: simpte animation 
agains-t scrcHling background 
Sound: fa^r 
Smi levela: 1 
Lives^ 3 
Screens; 5 

Qaneral rating: a good ktei 
that doesn t seem to have 
been pushed far enough and 
represents only fair value for 
money. 



U sa of camputar 68% 

Graphics 71% 

Playabllity 51% 

Getting started 68% 

Addictive qualttiea 44% 

Value for money 46% 

Overall 58% 



Defenda 

Producer: Interstella 

Menrtory required: 48K 
Retail price: tS.SO 
Language: machln« cwie 
Author: A J. Lloyd 

Having said in last month's 
tesue, that after SfarMt? . there 
WQykln't be much point anyone 
else doing a Defender' game, 
it's always worth beirng able to 
say that you ve changed your 
mind if someone proves you 
wrong, and Interstella have 
comie up with a Defender' well 
worth cnarvging mindS tor. 

It is a classic version with 
green landers, purple mutants, 
mine layers, pods, swamners 
and humanoids. Your ship ts 
equipped with a powerful laser 
and three smart bombs Des- 
troying a lander who has grab- 
bed a huma.n wilt ©am you 
points, but you II get more for 
catching the human t^efore it 
falls bach to earth . Humainfi lal* 
ling from a great height btoWUp 
when they hit the ground, but 
they tend to be safe if it s only a 
smalt fait. 



There is the obligatory radar 
ai the lop of the screen and the 
ship has the customary 
faciNties of reverse ar>d 
hyperspace. 

CRITICISM 

'An eKcellent copy of tfte 
arcade ohginal with detailed 
and fast aliens. The ship 
behaves very reatistically. 
e^^ecially when slowing or 
reversing directton. when it 
slews backwards for several 
inches before gathenra speed 
\n the other directkm Colour is 



well used aind the sound Is 
average for thts type of game. 
The keys are well positioned, 
which is important in a ^'Defen* 
der/" Abritlgame. 

Thaf gama is pfayad with the 
usuat attack waves, each 
screen bringing nxire and var- 
ied alians a$ hazards The 
graphics are very fast and 
smooth . hvefy laser btasts and 
expfosforts. Bspeaalty vt^gniit 
"fou" go for a burtorj, t wa$ 
disappointed with tha $Qiind, 
which is non-e)eistent during 
play: the onty exptosio/i sounid 
being wher^ your ship i$ das- 
tfoyad' 

'Lack of sound makea this 
I version a fraction fess es^ citing 
to play than the Softek one, 
but I thoughUhe graphics were 
actually siightly t>etter, and {ha! 
mak^ up for it. The keys are 
well 1 bought oul and the radar 
Is quite accurate. If you tike Ihe 
thhlts of a dassic a/cade 
game, thafi this is a very good 



COMMENTS 

Control key a: T to Q = up. V 

to Z = down. G to A ^ reverse. 

p=fire. O =^ thrust. H to 

ENTER and B to 

SPACE - smart bombs 

Joyetlck: Kempston. ZX 2 

Keyboard ptay: very 

responsive 

Use Of colour: good 

Graphics: smooth, detailed. 

fasi 

Sound: lair 

Skill levels: progressive 

difficulty 

UvMlS 

Genenl rating: very good 



of computer 79% 

Qrapfilcs 93% 

Playabltlty 93% 

^ Getting started 91% 

Addictive qualities 90% 

j Value for money 85% 

1 Overall 88% 
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LORDS OF TIME 

Joins our range of acplaimed pure-tdxt puzzle adventures, at £9.90. for; 
17K COMMODORE 64 SPECTRUM if^ LYMM ^m NASCOM i?h ORIC aqk ATARI 32K 



ADVENTURE 
REVIEWS 



' Advantu res which have a ifi^t 

response thm^.ara 
^ J sp^^cmcy tar in rhe amoum o\ 
ij detail and number of locations, 

snd are available to cassette 

owners Simply smash i ng ' 

CkilOMAl Advflntyra is 
included in Pfaclcal! 
Compijlrng's top ten games 
choice for 1963 Poetic, 
moving and tough as hell 

-PC.D&C83 
"Coli>«6Jil Adventure . For 
£>nce here s a program that 
K&^ h ve i up to I ts n ame a 
maslerfulfeal Thofoughfy 
recomnvended" 

- Computer ChQtce, D^ B3 
'ColQSfial Adv«fttiire isoneot 
thri Desl m itscla$s. I woyttf 
r^comrrn&nd it (o any 
ciLlvonturef." 

- Acorn US0r. Fefe 64 
"Adventure QiiMt This has 
always been one of the b^^t 
a dv6 mures for me as it seems 
to contain the iot In all it too^ 
me about eight monlhs 10 
so^v©." 
*" =PCWr8thj3n84 

'To Bum yp, Adventuie Ouefll 
IS ^ wonderful program, fast, 
exciting and challenging tf yoii 
like adventures then this one 
IS for ifou ' ' _ f^tL UG fssue t . 3 
"Colossal Adventure i^ simply 
Superb For those who wbtvI 
to move onto another 
adventure of similar htgh 
qiyelity. Dungeon Adventure is 
recommended WJlh more thaFii 
200 locations, 700 messages 
and 1 00 objects it wtll tease 
anddelighi^" 



MIDDLE EARTH ADVENTURES 

t: COLOSSAL AO VENTURE 

A complete full %u% ver&ion oi Itve classic mainframe game 
AdveniuT^ wkth 70 bonm locaitof^s added 
2:AOVeNTyilEOUEST 

Centuries have pa^^ed tsince the time of Colossal Adventure 
^nd evil armies have invaded The Land The way i^ long and 
dangerous, but w^tn cur^nmg yau can overcome all obstacles 
an the way lo ihe Black Tower, source of iheir demonic 

[ji "^tT anij d?:'>lruy 1^ 

3: DUNGEON ADVENTURE 

The trilogy is completed by this superb adventure, set in the 
Dungeons beneath the shattef ed Black Tower A sense of 
humour ks essonluilf 

THE FFRST SILICON DREAM ADVENTURE 

1: SNOWBALL 

Jh^hihiQi Pete Austin 5 second tnEogy The giani colony 
surship. Snowball £^. hasheen sabotaged and 4S heading for 

7000 locations 




the sun in this massive game wifh 



ADVENTURE 
REVIEWS 

Colossal Adventure . 
undoubtedly the best 
Adventure game around Level 
9 Computing have worked 
wonders to cram alUhis mlo 
32K Finally Dungeon 
Adventure, last buE by no 
rnear%$ le^st This IS the best 
ot the lot - a truly massive 
adventure - you il have to pjay 
kt yourselves to belive ft" 

C8MB4 Ui^fs Out mw^^nm 
'The puzzles are logicaJ and 
me program is enthralling 
Sfiowbelt IS v^ell worth the 
money which, for a cortiputer 
program, la a high 
recommendation ' ' 

- Mrcm A&^enturer Dec 83 
'^SnowtiaM As I n a1 1 Level 9 s 
adventures, the real pleasure 
comes not (rom scoring points 
but m exploring the wOrld Jn 
which the game is set i*nd 
learning about itsdenziens 
I his program goes lo prove 
thai the mental pctures 
con iu red up by a good textual 
adventure can be tar more 
vivid than the graphics 
available on home 
computers 

- Whtch Mtcro?, Feb 84 

Lords of Time. This prcDgram, 
writen by newcomer Sue 
Gaziard. jOms my favounte 
ser^es and m an extremely 
good addition to Level 9's 
consistently good catalogue 
As *e have come to expeci 
trom Level 9. the program is 
executed with wonderful style 
- none ol those tonng You 
can t do that messages^ 
Highly ret^OfTimended 



THE LORDS OF TIME SAGA 

7; LORDS OF TIME 

Ouroongralulattons to Sue Gazzard for her super design 
for this new hme travel adventure through I he ages Ol 
world history ChiU to the k;e-age,go romin' with Daesaf's 
tegig^s. shed hghi on the Dark Ages etc 



Price: £990 each (inclusive) 

Level 9 adver^tures are available from gooo computer shops 
Of nnail ofder from us ai no extra charge Please send orO^' 
or SAE lor catalogue lo 

LEVEL 9 COMPUTING 

Dept CM 4 
■ligh 

Please deecribe your coritpyter 



229 Hug hen den Road. 
High Wycomis©, Bucks HPt 3 5PG 
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^ The 

Colder 

Apple 



48K Spectrum 

You musi sat out on a quest to find the 
'Golden Apple'. On your journey you 
will pass through mansions, travel 
overseas and onto an island, hunting 
your treasure. 
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IX Specinim ftuveimires 
ZX 81 Adventures £&,d6 



All these games are instant-response machine 
code programs. Adventures B, C and D include 
cassette save foutmes. 



^^*t^^:ll(i|lL^^l;*■*^^l 



am StreaL Brandesbunon, 

ril»eldV025 8RG 

Q% Discotinr lor 2 and 1 5% tor 3 
Of more 

Cheques and P O 's made 
r>ayabie to Artie Compuiing Lid 

■ealer enquiries welcome 
Please state whether your order i$ 
tor ZX81 or SPECTRUM 
Access stnd Bardaycard 
we (com© 



SendSAE.(9inx6in|forFREE 
catalogue of our wide range 
of programs I 



ADVENTURES A,B,C&D NOW AVAILABLE FOR COMMODORE 64 




1B/4SKZX/SpectrurTi 

1&KZX81 

You f trvd ycMfself 
Stranded on a sifange 
a^^en planet Your aim 
IS to escape by tmdmg 
your captured space 
crati Bur beware of rhe 
linte gre^n man who 
maq^geltoyou* 



48K Spectrym 

16KZX81 

You are in tfie middle of 
a South American 
jungle when you 
stumbte across a 
strange I nca temple 
Enteritlooo4lea 
treasure and then try to 
f el urn. But beware 
don t let greed be your 
downiail. 



L lU » imfrm aI li«d« vid i.onfi^i'^jni of mI« CamM ul wfmm 



48K Spectrum 

16KZX81 

While on a 
reconnaisance 
nnission you ar© drawn 
loanaiiencrurserona 
humar^oid slave 
mission. Try to escape 
from aggressrve 
aliens iuscKSus 
androids and drunken 
bafmerr. Youf only hf Ip 
is Fred the tnendty 
android 



48K Spectrum 

16KZX81 

You have to sun/ivt an 
engine failure wtiile 
flying over an apparently 
uninhdbilated istand in 
the South Atlantic Use 
yotjr wits to harass the 
enemy buHreauhe 
beautrful native women 
with respect, to escape 
from the isiand and 
retiirn lo an allies 
aircraft earner. 



AftTiC COMPUTING LTD 

Main 3iro«r BrartdHibuiion 
Dnrf«lclY025eRG 
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-A^tv^imiffl aD bQ gD dDeD 

*tof m^ZXii £S &S /SPECTRUM ^ m 
I iffidosfl a choQMfflof £. 
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r TAXI 

Any Spectrum 
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FOOTBALL^— '^ 

ti—*i*f AIDS'S. J 

? t'--.*^ / FOOTBALL 

44K Sp«ctriini 
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inrftUtNt from: 
Boon. Wooiworlh^. H W V 
Menziei. Gf&ens, LasHya, 
Rumb«la«f. Sfi'^fri'dgitf 
SpBctrym Deai^ra 
Video PtiACt. Zappo 
Afid all gO':: 
Qompyttf *hop 
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FIGHTER 

f^LOT 

E7.95 4«K Sfi«ctrum 

motil *xcrting |e1 fighl^f ttitti ntufw^ 3-D 
QeKk£i« vKrw and Eh* mofff rtaUdK;; itf to ftr 




Cwnt 



'v6icfrrAL 

ilfCRATlON 

jr Trade Centre^ 
Watctimoof Road. 
,8ti!t*y GU15 3AJ 



foucwInggamMlar 
Eh# Speclrum 



Liilttme GuftrinHii Ctwoint poyaib^ lo Digital iniegraiiion 
I drtdose a cmqium/Pn. tor Jom 

Mdrsss . ^ 



N ighl Gunner 4»K D £6 BS 

f ighief PikJl 4aK D £7 J5 

Foolball 4SK □ C7.» 

Taxi (Any SpeClaim) Q £5.60 

VAT wi0 p fi p w%.k^fv0 wifllfn MK 

Trade and Export enqulftes 

^^iCO^itie. T«iE> Sitl«i C«mlw4i#v i^^ld 

PlMie send 10 Digital integration. DepiCM4 
Wtttehmoor Trade Centre, Watchmoor Road. Cam barley. Surrey GUIS 3AJ 



Or debtt my 

II r n I M I T 




Account No 



K3II 
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Millionaire 

Producer: Incentive 
Software 

Memory required: 48K 
Retail price: £5.50 
Author: John Hunt 






The title page of this new 
strategy game shows a md- 
Ibnaire s mansion ne)rt to a 
drab looking block or Mais - 
rags to rthes. When the load- 
ing is compHeted the screen 
clears and you hear a lete- 
phon^ ringing - could it be 
fame on the other end? 

As a home computer owner ^ 
you have wfitlen a program 
and ace wiikng to invest £500 of 
your own money into martcet- 
ing it^ Can you make it fo the 
top? ! 

Rfsi up cornes the ineviiaWe 
strategy option meny - in this 
ma& a choice of what the prog- i 
ram is to be: arcade, adven- 
ture, board game, business.' 
senous program. educalionaL 
management game, utility 

Kogram, waraame or Other, 
avsng made tnis decision you 
are told thai every good prog- 
ram Wilt consist of aj good writ- I 
ing b) good presentation, c) 
ortginal ideas or d) should 
marntain mteresl You have 20 
points and you must allocate 
the points according to your 
thoughts on these four head- 
ings. When this is done you 
may choose to martcet the 
game yourself, or seJl it to a 
software house to raise more 
captol. Should you salt there 
art a few offerB (the biggesi of 
a meafire bunch of bids com- 
hig Ifom Icentive ol course). If 
nor^ ife acceptable you can 
canYonyour^lf. 

The game presents most o! 
Ihe likely problems controntiing 
a small softwa/e business and 
tmkes in such items as the cost 
of advertising and duplicatJon. 
Decisions must be made 
regardirvg articles and PR in 
magazines, raising loan capital 
at the bank, writing new prog- 
rams and whether to increase 
sales by adding short second 
programs to the other side ol 
your tapes. 

Each month a chart shows 
your progress, how many 
tapes have been sotd in the 
month, how many games on 
the market total sales, tapes 
still in stock, and on the detnil 
side - rates, phones etc. total 
assets ard amount borrowed 
from the bank, interspersed 
news items inform you of 
(h^ngs such as weather condi- 
tion atfecting sales of games, 

90 CRASH May 1964 
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or whether a magazine has 
published an arlk^le atx>ut your 
products, tf the worst shoutd 
come to the worst, you can 
always se^l out. . . 

CRITICtSM 

MiHionaire has some very 
neat graphics for a strategy 
game. Colour is wetl used lor 
tne text to distinguish items at a 
glance, and the monthly bar 
chart showfng your progress is 
quite an eJ^citing man^r. Every 
now and then /if you re doing 
well . you are offered ' ' a cha nee 
10 reconsider", which takes 
you back lo the first option 
menu where you can decide on 
the vaJue of content, presenta- 
tion eic 1 thought this was an 
enjoyable romp with several 
grains of truth buhed in rt!' 

For anyone comtempiBting 
marketing their own software. 
Millionaire may turn out to be 
/ess of a g&me and mOire a w&y 
otfitB. Given the normal iimitB- 
tions of a computer program, 
this orte seems to ec/io prob- 
terns encountered rather well - 
at leasl if yvu^e ne^er 
encounferetf them defom, it 
might seem tof It does tend to 
get a pit repetetve after a 
while, but t bought that was 
offset by the intefest created in 
seeing your company rise and 
rise ' 

Chance elements can 
sometimes seem needfessty 
cruel in strategy games. Mil- 
lionaire has a recurrent busy- 
body who causes you a loss of 
sales by raking up your past. 
which has obviously not been 
all that savoury. But on the 
whole life treats you kindly in 
this game compared with 
some The graph k:s are very 
good, especially the pictures of 
your company s headquarters, 
which starts off m a len^aoed 
house, and moves onto a more 
salubrious suburb (I haven't 
made more moriey than that 
yet). I noticed that the scale on 
the bar chart alters to take into 
account the sums tming dis- 
cussed. MiiiH^naire may not 
have quite the depth of options 
ppeft to a piayer that some 
Olhef strategy games have, but 
I found il all quite compulsive, 



COMMENTS 

Use of computer ; mostly 

numenc keys, all screen 

prompted 

Keyboard playr veiy fast 

responses 

Use of colour: very good 

Graphics: effective text, 

detailed scenes 

Sound: average 

Skill levels: 1 

General rating: a relating 

game, and a compelling 

strategy. 

! Us« of computer 76% 

; Graphics 76% 

Playabirity B5% 

Getting started 78% 

AdctlQtIve qualities 79% 

Va I ue f o r mo ney 84% 

Overall 80% 



Brad Blasts 
the Galactic 
Baitarians 

Producer: Expro99 

Software 

h^emofy require: 48 K 

Retail price: £5.95 

Lar>guage: machine code 

Author: M. Fox 

Express Software is a new 
company who, m comrrKJn witfi 
some other software houses, 
have chosen to create a hero 
around which to set games, in 
this case Brad. The scenanq is 
set in the year 2025 and Earth 
is the HQ for tfie Intergaladic 
Security Network (ISNI- The 
inhabitants of planet Delta 10 
have become increasingly war- 
like and the ISN have been 
informed that the Galactic Bar- 
barians who inhabit Delta 10 
have developed a super power 
serum. Brad Stevens has been 
ordered to destroy the serum. 
Brad Blasts the Gafactic 
BarParmns IS a game played m 
five stages Stage 1 {Itiglit 



through space) has Brad fight- 
ing his way to reach a space 
station while under attack from 
enemy fighters, comets and 
asteroids. Stage 2 (docking) 
sees Brad trying to get into tfie 
space station, which has been 
surrounded by enemy fighters. 
Slage 3 ffljght lo DeHa 10) has 
Brad, now in a new fighter 
craft, tattling through hordes 
of enemy craft In Siaoe 3 
(waik to the laboratoryl Brad 
has to defend himself against a 
scouting pa/ty who are all 
equipped with jet packs The 
final stage (mside the taborat* 
Ofy) IS a large mazB filled with 
cyborgs, and the walls of the 
passives are electNfted. 

The producers are running a 
competition, details on the 
intay card. If you score over 
10,000 pointe ar>d complete 
the game you will receive a 
code You also have lo gue&s 
the year Brad arrives {he goes 
back in time) arxj litl in one of 
those lines which asks why you 
picked this year, to qualify, A 
portable TV is offered. 

In addition to the itve sheets 
of the game, tt^ere m a very 
attractive sequence m which 
Brads ship takes off Iro^ 
Earth lo do battle on the first 
main screen Between each 
stage a transmission ai the 
base of the playing area 
informs you of what s about to 
come. 

CRITICISM 

Brad offers a very five I y com- 
pendium of games without the 
usual drawttacks a^&oci&ted 
with having several different 
game types on one tape After 
a mission control run- down ofl 
what you are supposed to 
attempt, and helpfully teMrn 
you it is a m I llion lo one you wi 
succeed, your ship lakes trff. 
The first screen in this sIkkM 
em up game is a galaxian- 
style one with enemy ships div- 
ing down, firirtg, asteroid frag- 
ments falling and larger - Wue 
or^s - that tampr you io shoot 
- a mistake^ as they shatter 
into more asteroid fragmenls. 
In addition, thefe are flaming 
comets streaking in from the 
left at a diagonal. If you clear it< 
you move on to a screen, 
where your ship aulomaticalty 
moves slowty up the screen 
towards the space station's 
open doors at tt^e top The 
Bartjarian ships dodge all met 
the place I ryi rig to gel you. Ttie 
third Ks a last gataxian-style 
again, but your new ship 
moves and fires much faster at 
the green hordes above. Once 
larK^ on De^ta 10. Brad is 
seen on the ground fihng up at 




I 



what looks like J&tpmc men. 
whg ar@ dropping bombs on 
him. This screen leads to a 
oomplicaled but simply drawn 
maze with electrifiad walls and 
cyborgs. Ther® are three parts 
to \h^ mai^ and different 
cyborgs in each The games 
are all very j^olly and weii worth 
playing tf you like shoot 'em 
ups.' 

MBriy dftferent games 
mquiring aitterent skiils have 
been combinBd into one, mak- 
ing a very playable package 
Graphics are smooth, but not 
terribty fast arrtf your craft 
$eam$ to be a tfttfe unmspon- 
swe. This does add to the ditfi- 
Qutty of the game The graph- 
ics have good detail and are 
cokyuftut. The sound is quite 
good afthough basic in the 
smsB that it only signals 
Bxpk>sk>ns and so on t tiked 
the third screen, asp^CfaHY ifte 
way your ftghter fires its twir} 
photon tieams^ After a few 
plays . the introductory mes- 
sage scrmns tjim^ome irntat- 
ing, and it might have been a 
good idea to ha we a skip faofl- 
ity tn general, an original pkyt 

Thts is ctefinilely a game thai 
needs a joystick, as the contrd 
keys are ihe cy rsots. which are 



raihef awkward to use. espe- 
dally (n light corners., On th^ 
other hand, the keys work bet- 
ter in iho maze sectjoris ihan 
the joystick, since fine tuning ts 
needed to guide Brad Ihrough 
the narrow coitidofB Good 
value wjth every screen beir>g 
a piayable game.' 

COMMENTS 

Control keyt: Cursors, 9 10 

fire 

Joystick; Kempston. ZX 2. 

Protek, AGF 

Keyboard ptvy: a little 

unr&sponsfve in ship 

movement 

Use of colour; good 

Graph lea: generally good 

Sound: above average 

Skllt levfilft! 1 

Lives: 5 

General rating: good. 

playable, its addictive qaalilles 

may wear after a b(t 

Use of computer 75% 

Graphics 72% 

Playabtlity 78% 

Gott i ng sta rted ^% 

Addictive qualities 65% 

Va \ue for mo ney 75% 

Overall 75% 



Sorcery 

Producer; Virgin Garnet 

Menwry required: 4BK 
Retail price: £5.95 
Language: machine code 
Author: Martin Wheeter 

Sorcery is an acfventure 
afcade fame along r easonab- 
lye similar lines 1o that of 
Ak:h0n^ist The ea/ih has fallen 
into Ihe Dark Ages and an eviJ 
Necromancer and his denrhonic 
servants have cofiquflfed ihe 
larifds. enslaving the people. 
Bui thef e is stll a ray o1 hope - 
You. As the last of Ihe grear 
sorcerers, vou must travet irom 
your homeland to Slowhengei 
where three teltow sonwrers 
\ me held captive. 



Sorcery is played out over 
many screens Mithtreea, takes 
and casrtes. Each screen con- 
tains one Of more demonic 
monsters as well as useful and 
harmful obiects such as keys, 
swords and cauklrons that sap 
your ffiMrgy. Ttiere are atSO 
cauWitMis which replenish 
energy 

Halt the Iftek, as with a te)rt 
adventure, is to discover wt>at 
objects, collecled on one 
screen, with do on arvother. 
Keys Will sometimes open 
trapdoors on another, wttliout 
which you cannot teave the 
screen All the while you are 
pursued by the nionsters 
which flH about ail over the 
screen. The Sorcerer can ffy 
and try to avoid them, for any 
contad will f reduce his energy. 
One proWem is that the exit 
doors on each screen have dif- 



ferent chafadenstk^: some 
must be walked into, some 
ftown into. Falling into a lake 
means Instant death. 

CRITICISM 

Uke an adventure, in this 
game you must son out what 
objects to take along wrth you. 
The protriem is thai cdlectirig 
them means an almost certain 
encounter with the demonic 
nnonsters. whereas ignoring a 



amount of energy drain, when 
makir^ contact with monsters* 
has been calculated vary well, 
SO thai even a successfijl run 
Ihrough the screens will leave 
you on a knife edge in the last 
couple. Perhaps not very 
addk:tlve a her a few plays, but 
playable and nbely 

implemented with large, col^ 
ourful graphkrs. The move* 
ment keys are a bit odd, but at 
there are only three, not loo 
diffteult. 




key or a sword may mean you 
can gel straight through the 
screen without a problem, only 
to encounter a door that won t 
open lor you, or a monster that 
couSd have been kilted wath a 
sword The screens are all 
played through very fast, no 
danger of getting t}ored with 
one. Some even take as litlJe 
as 10 secoocte^ Good, largie 
graphics and an imaginaiive 
use of landscape in some 
screens make this one of the 
best and most original yet of 
Virgin's g^ames 

Sorcery is a fa^^rriovino 
arcade adventure game wim 
quit& an original pht, and it is 
carried out wetl. There isn't 
much going on in each screen 
but it IS Sim difficult. The graph- 
ics are cotouriul and well 
drawry, smoofh moving and 
fast. UafortunBtely the rBSpon- 
Siva keys are rather poorty 
positioned with l&ftfright 
positiof^ed one above the 
other. A good game, and cer- 
tainly one ot Virgin s best. ' 

Once you have sorted out 
what objects do what and on 
what screens, Sorcery (oses 
some of its magic (groan) 
However, the arcade element 
still makes it enjoyable, and the 



COMMENTS 

Control keyi; Q/A lelt-right, 

fly 

Joystick: none 

Keytettrd play: responsive, 

but poorly positioned 

Uae of colour: good 

Graphic*: smooth, fast, 

detailed, good 

Soynd:fair 

ShIM tevele: 1 

Uvea: er^ergy drain, only one 

if you land fn the drink 

General rating: good but 

lacking somewhere in the 

content to give it ever-lasting 

life. 

U se of con^putirr 63% 

Graphics 79% 

Pfayabiilty 75% 

Getting started 65% 

Add I etf ve q y a I It ies 77% 

Value tor money 71% 

Overall 72% 
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They Say the 
World will 
Die in Fire 
and Ice 

Producer: Electric 

Software 

Memary required: 48K 

Retail price: £C SO 

Language: machine 

code 

Electrtc Software dub them- 
selves The Peoples Com- 
pany' and aim to produce 
games al prices people carr 
afford. In fact ih^s particular 
adventure was intended to be 
on sate al the amBZing price Of 
E2.99, but sadly the cost of 
packaging had been under- 
estimated which resulted in 
the rise. Neverihetess- at 
under £5 it does r^^preseni 
good value. 

The scenario is that you are 
(he Master of the Mystic Arts 
and I he compuier is your local 
disciple Zemlya The Oracle 
Orb o1 Andorra has warned of 
twin demons of Fir© and Jce 
feteased by the Nameless 
On«to lay waste the Earth. As 
ttie Master, you aren t going 
anywhere of course, poor old 
loyat Zemlya has to do the d irty 
work while you watch on with 
your almost all-seeing eye 

This is the only instaiction as 
to the object ot the adventure, 
much has to worked out by the 
player; A brief instruction page 
on screen informs of the usual 
adveniure words which may be 
used and warns you to experi- 
ment. It also suggests you 
SAVE the game every few 
steps as this only takes a few 
seconds and saves you the 
bother of starting off from the 
beginning every lime you tose 
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your life {or Zemlya's)^ 

The game starts in the Mas- 
tars chamtJers of nwditation 
and there are no visible exits. 
Also present is the Oracle Orb 
of Aridorra. The first problem to 
overcome is gettinq out of lf>e 
chambers, and suffice lo say 
that there are actyally two 
directions and the metnod is 
very smple but not so obvious. 
Once you have solved this 
one, the ar^swer to rt will pro- 
vide a guide to many other 
problems later on. 

The game is largely text 
orientated, but there are als^ 
graphics of a simple nature to 
enliven the already busy pro- 
ceedings. 

CRITICISM 

'Once you get out of tt» 
chambers of meditation the 
adventure reaily begins and 
takes you to various locations 
in the immediate vicinity of 
where you started. 

Stonehenge is just down the 
roadn there's a mme^ a dark 
and gloomy forest, a dark pit 
and the edge of the lake across 
which you can see the towers 
of Kush. It IS into these towers 
you must go to get any further, 
but you can t swim and you 
newer learned to fJy. The com- 
puter s replies are humorous 
and often whining with self- 
pity, espeaally when you force 
It to enter dark mines and pits, 
yMiaJty Its sense o( sell- 
preservation should be taken 
to heart! So the responses are 
not only witty, but usually carry 
a hidden meaning as welt 
Never learned to fly eh? Com- 
ing across a doak of levttation 
might be useful, and, indeed, 
there is one - at least, there is if 
you can find out how to reach 
the location wfrere it is hidden. 
Fire and Ice has you running 
around in cirdes to gather 
d^ectSp drop them in favour of 



Qthen, oome back for them 
again until you gam entrance to 
I he towers, where more seri- 
ous info IS imparled, and then 
the game takes on a new 
angle. Yom are presented with 
a complex spatial/ 

mattiematk^al puzzle to solve - 
that's where I'm siitl stuck! But 
so far the indications are that 
the puzzle will be worth fhe 
s<^ving.' 

Altfhugh you qtb ml fold 
tfre obf&ctivBs of Ihe adventum 
there is a ht to keep you 
occupied, t cottoried on Qurfe 
Quickly that the camputBf fete 
you on& ihing when some- 
timeB it means (he oppositB. 
ThBfG am some veo'^ simptB 
btock graphics, but they are 
mt hBBded. The prografn is 
100% machmB codB. ^o thB 
rsspohsm are ihstantMrisous, 
so you can move about vBty 
quickfy from tocation to toca- 
^ tion. me descriptions are not 
J ^ways very derajted, but ffm 
' computers responses makB 
up for most Of tfiaf / thought 
this was a tough garrt^ that 
managed to be quite addic* 
tive 

COMMENTS 

Response: fast 
Graphical dear text, some 
simple graphics instantly 
generated 
General r*tfrN|^ an 
imaginative adventure witih 
some unique problems to 
solve and with plenty of scope 
in each detii^ed area. Good 
value 

Uae of computer 76% 

Graphics 56% 

Playability 84% 

Getting started 69% 

Addictive quaHtles 86% 

Va I ue f o r mo ney 89% 

I Overall 77% 
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In assQciation with INCENTIVE SOFTWARE LIMITED, we are offering 
£1,000 worth of prizes in the form of Incentive's brand new ganie, 
MittionBire. Two hundred lucky entrants could win them* 
selves a copy of the game, which sets out to let you become 
a millionaire out of the games software market. 



Most of the answers to the questtons set out below can be found 
either in this issue or in previous issues of CRASH, especially 
issue No 1 (February). If you haven't got a copy of issue No 1 , we 
do have back numbers available now (plug, plug), see our ad. 
Some of the answers may require a bit of thinking, but then, if 
you're going to become a software millionairep youVe going to 
have to do a bit of thinking anyway! 



Incentive Software tsegan l^fe last year 
in August and is run by (an Afidrew and 
Ian Mocgan The company s first game 
f^as I he v^ry successful maze game 
wtiich yippeed' its way i^^o th^ Charts 
under the name of SPLAT! It was to- 
written by both lans and ottered a £500 
prize to the highest scoring player by 
Januai7 i4lh Hi-scores were ali coded 
For verification and the winner was 17- 
year-old Jamefl Tent, of Wokingham, 
He beat ail competition and scored a 
massfcve 1 1 2,930 points ofi Spi&t!, which 
was a formidable achievement consider- 
ing the game s difficulty. James said his 
secret was between five arxJ seven 
hours every day for three months prae* 
Sslng. 

Before lrx:entive started, la^n ArKlraw, 
a youthful 25 year oid, had made his 
name with another famous game pro- 
duced by - well yoy'll have lolook those 
dttais up in CRASH as they form pm of 
a question j ifK^^entive wag designed qa a 
software company that would olter 
incentives ifi the fbrn) ot ptimmMmslfgsa 
ID IS garnet, lionee the name IncdflBM 
SoltwarB. But the base of operations, a 
shop in Reftding. is nerned after their 
first game, suitably TTit Splat Shop 

lai^ Andrew is some Ehing of an arcade 
games nutcase, 't search out all the lal- 
es* video garnet in the arcades, and I 
also have a collection of machines in the 
flat above the shop/ he says. These 
ihdude a Tempest (Atari) vkJeo game, a 
Zaecara Pintable (Ski Jump), an old BeJl 
Fruit Jackpot one-armed bandit and a 
table-top football game: As he points out 
disarmingly, it allTeaves vpry tittle room 
foriivingspacel 

Incenijve has a policy to get away 
from the normal run of computer games, 
"I know there are a lot of people are 
slowly getting swamped with spl&ndid 
graphics sfKMt em ups. and they want 
something a bit ditferani to get their 
teeth into; says Ian. Bearing this in 
mind. Incentive have beer> moving 
towards stralegy advent ur^-type qames 
like 1984 and the Mounmins of Ket tril- 
ogy, although they are cun'ently working 
on all kinds Of different projects. Several 
of these games have come from p430ple 
who came into the Splat Shop, like Rob 
Carter (f984) andfticrtard McCormack 
(H$t Thiogy). John Hurrt. who wrote Mit- 



Honmire, sent it Jnto Incentive t^ecause 
he liked f 984 so much. 

Incentive's ne^l incentive is a video 
cassette recofder 1o the f^rsi person lo 
complete the K&t Jfitogy. Parts 1 and 2 
are already ay B:i\abie, Mountains of Ket 
(reviewed in CRASH March issue) and 
the new Tefnple of Vran . The final pan Is 
due out [his summer or aulumnr 

Meanwhile, it's time to sharpen your 
wits and put that eKtensive knowledge of 
1h^ games software martlet to good use 
and win yourself a copy of M///n^nai/e- AH 
you have to do is complete the questions 
below ar>d send the answers to us on a 
postcard please to: 



Mitlionaire Competition 



1 . By what factor d^es the American 
Billion differ from the British Bil- 
lion? 

2. Which game did Ian Andrew write 
and release first? 

3. What was the software house that 
released tan s firsl game? 

4. Fill in the missing word: Who 
wants to bea,, ; 

5. Research rather than malhematt- 
cal genius should enable you to lell 
us what IS the last number in the 
series: 95. 70. 74, 85. 75. 90 — 

6. What have these words in com- 
mon? NINE. ENTiCE. VENT. 
CINE. 

7. Write another word that goes wilti 
those in quest ton 6. 

8- Who wrote Millionaire? 



Mifiionaire Competition 



E nines must be received by last post 
Friday, May 25th and the first 200 cor- 
rect replies out of the bag will each win a 
copy of Mf/tonaim. 



Crash/lncentfve Competition, 
PO Boi 10, Ludlow, Shropshire 
SYSIDfi 



SPLAT, winner James Tant 



INCENTIVE 
SOFTWARE LTD 
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CRASH 
HOTLINE 



mm b aeen wmwi raeBin 

Whelheryoy phDne in m write in, all names and addre^se^ go 
JnlQ 1h« bag !o be drawn monlhly. First out will rec«ii^« C4a 
woflh of software- o1 your choice plus & CRASH tm shirt; and 
fWe runners up will each receive 1hre« issues of CRASH iree 
plufl a CRASH tea ahlft. 



YOUR VOTE IS EXTREMELY 
IMPORTANT — USE IT PLEASEf 



HOW TO USE THE CRASH HOTLINE 



Mftthod 1 

CRASH HOTLiNE PHONE IN. Ring the numt>er below. We h^ve had 
to insiau an answor^ig rTiacume. After ihe recorded m^&s^ge $tiitEr 
your n*me and ad^i ess very dearly , ape I ling It out if i^ece&sary {If it '3 
an unusuaF name!) and then stela the five Qames, wMh producers' 
name$, siartlng with number 1 down to numbef 5- Please do this aa 
quickly as possible. 



THE CRASH HOTLINE PHONE NUMBER IS 
05B4 {Ludlow) 3015 



Method 2 

CRASH HOTLINE WR)TEiN. Use the coupon be^ow, n^aking aufe 
you fiN in ell tiie deiaiis very ctearty. Pop the coupon In a stamped 
envelope and s^nd il to us at the addrass on the coupon, 

DEADUNE 

Votes for the next chart musi be (n no later ihan 23 May Votes received 
after that date will go lorward ro the next month. 

tf you use the phone- tn Hotline, you may have lo bear with us — It's 
alfeady proving very populaf. which means you may well tind 11 
efigaged w hen you rJ ng . Try asa tri I ai er, and li a H f al is use the writ e- in 
coupon for safety. 



rm lop five ptaon havenl c^tanged sines tsst month, wiih Mantc Mmef xa number 
On&, as y«t urmffitcted b^ tfw nriaaw^^ef 5W bUiy. S&H wnh only ? vefy lew O^ys 
on m\&45y^ nA$ popped up m the rwiTtiiar 41 tlol/Qiilchillva am stril hart^ra on 
witri Ani ABAck amt sorna of ktid«» 109 fttem have ismn threafened t^ m^ 
nmwge'eMil^d^Mv^ fooctaff Mnngv iM provee popiiv amlOnucM £gg fiu 
improved One ol the bimat Ittu It n^ 

pieov9 Koi^ iQihTwed by Durf«in Scuba d^ up i9 ptooie. timeMimck tocHi a 
fide whiio voftex't AodiiPiM 2 haaleapl Ime ^fw kjwet Nventiitt. N ^w ceme n lo me 
chaits a.^0r9C^ C^v^, fmd, Hf9k$i^. Urbm} U^fa^ andZtoran. Imeiwin0ly. 
adv4niijre utiMty Tfm Qui». lA^Nich «pp««red lait mor\m hn bM onio m pofiilton. 
ahowtn^ ih^t a raally M»tit iiD% amhold^ ewf) a^aif^l gam^ pro^ran^k 



CRASH HOTUNE SPECTRUM 


SOFIWAK CHART 


t<gafm*itK9cwsstK>»mime)im't tmrnon 








1 ( 1) 


MANIC MtNER 


30 


(37} 


JUMPING JACK 
Imagine 


2 (2) 


ATIC AT AC Ulllmate 


31 


(W 


TRANZ-AM UHimaie 


3 ( 3; 


LUNAR JETIAAN 


32 


i23i 


PSSST Ullimaie 




Ulttmaie , 


33 


(31f 


SPLAT 1 Incentive 


* (4} 


JETPAC UHimate 


34 


m) 


FUGHT SIMULATM3N 


6 (5} 


3D ANT ATTACK 






P^ion 




Oujcksilvfl 


35 


(26} 


MAZlACSOKTronies 


• f S} 


3D OEATHCKASE 


3< 


<m 


TIMEGATE OuicteiNi 




CHEQUERED FLAG 


37 


(iQ> 


Un. WIMPY Ocean 


7 (lit 


an 


(■'} 


FRED Ouicksilva 




Psion 


39 


M 


ADVENTURE 


6 < e) 


HOBDtT MeJbounw 






CREATOR 




House 


40 


H 


KRAKATOAAbtox 


» (M> 


FOOTBALL 
MANAGER Add>c(4ve 


41 


H 


JET 8Er WILLY 

Softwara PrcMcis 
HARRIER ATTACK 


10 ( 9; 


ZOOM irnagirte 


42 


09) 


11 (Wi 


CHUCKIEEGGA&F 






DuiTfttl 


12 noj 


VALHALLA UgcrKf 


43 


(43} 


THE QUILL Gtlsoft 


13 03} 


PYRAMID Fanlasy 


44 


(17} 


KONG Ocean 


14 f32f 


FIGHTER PILOT 

Digital irtlGgraliOfi 


45 


H 


3D COMBAT ZONE 

Aplic 


15 (W) 


WKEEUE 

MiCTDSpf>fire 


4« 


H 


URBAN UPSTART 
Rii;hdr(f Shepherd 


16 n?> 


PENETRATOR 


4T 


H 


ZAXXAN Slarzorw 




Meibourno HouS9 


48 


H 


BARMY BURGERS 


17 (36) 


SCUBA DIVE Durrell 






Staby 


IB i 7} 


HUNCHBACK Ocean 


49 


H 


DICTATOR DK 


19 f76> 


BUGABOO QuHCh silva 






TfOfiics 


20 fTS) 


ALCHEMIST Iniagino 


50 


(-) 


THRUSTA Software 


21 f2T| 


HALLS OF THE 
THINGS Ciystal 
ANDROID i vonex 






Proiects 


22 (40j 








23 r2S> 


DOOMSDAY CASTLE 










Fart1,3f>v 

ARC Ad 1 A imagine 


Ttili monOi'B HoUInn Wjniwr ii 


24 r?9j 


Scott Ad«ms, Whilley Bay. Tyne 


2S r22/ 


SCRABBLE Psion 


* Wear. THo (jvo funrvofs up are; 


26 r40; 


TEST MATCH CfM 


Alan Halw, Abef<leen. Pster 


27 {34} 


PHEENtX MegadOdO 


Ftyrtn. Wokinq. Sunev, A. Wellt. 


28 f2<; 


STONKERS Imagine 
ORACLE S CAVE 
DOtiC 


Carnbriidge Hiqti Nutby' B»»t 
Le«te. aiKl N .H. Oughlon, 
MooBtonin-MflfSh. (ShM 


» (-■; 
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I CRASH HOTLINE WRITE IN COUPON My top five favourite prog rams in descending order 
I Please use block capitals and write dearlyl ^''^- 

^~~ ^ PRODUCER I 



I Name '^''^'-^ 

I 



Address 



I 

I 2 

I *'"" - 

I Postcode ^ 

i I 

1 Send your coupon to: CRASH HOTLINE. PO BOX 1 0, c 

1 LUDLOW, SHROPSHIRE SY8 tDB ^ 
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DEREK BREWSTER has been an ardent adventurer for 

some tjme, and not content to n^erely play the games, he 

put his programming talents to good effect and produced 

one of the earlier successful adventures for the Spectrum. 

Vefnors Lair, now marketed by Quicks Hva. He has also 

written StBrclash and Codename Mat for Micro meg a. In 

this issue he kicks off his new regular column for 

adventurers and introduces our new 

ADVENTURE TRAIL CHART 



f' I You stand on a high platfofm 
overlooking a spiectacuiar sub- 
terranean waterfall The air is 
sweet and fresh and the cod 
refreshing spray pours new life 
into yoyf tired limbs But this m 
no place ld rela^ A warrior 
from the lasi expedition lies 
^ain here ana you still havenl 
discovered Ihe key 10 the 
wrihern labyrinih. Steallhity 
moving east you enter a large 
cavern of life- like, almosi 
hurr^an, statues - everyone a 
masterpiece K Ihey must have 
been moulded by the grefflest 
ol craftsmen Bui who Is he? 
And who collected them in 
such a remote and dangefous 
place? Prog re ^mg north you 
©ye iS caught by a shimmering 
light Moving cioser you find a 
gem- studded trident. The 
gems alone must be worth 
thousands! Your thoughts are 
disturbed by footsteps behind 
you. Slowly turning you hear 
an insidious hissing sound. 
Suddenly the words Of tt>e 
Goblin Chief all make senee^ 
Medusa f 

Can you escape from Med- 
usa or will you become the lat- 
est vietirn to adom her home? 
What IS the significance ol the 



trident? Is il the key you have 
been searching for or only a 
crue( decoy? 

Adventuring is an anachron- 
ism.. 

You are comfortably seated 
in a cosy room at a microcom- 
puter and all creature comforts 
are close at hand- Yet you 
delve ever deeper into an alien 
wdfkf of dark, dank dungeons 
and man-eattng monsters. Sit- 
ting at your micro you are pas- 
sive ar>d relaxed and yet your 
mind is in turmoil as your 
struggle m a seemingly 
impo&sibte predicament. Often 
in adventure the e^^ptorer has 
an active, deddedty physical, 
role. 

Although an adventure can 
often seem lo be an endless 
string ol puirzies it somehow 
seems incongruous to have a 
com^HJter itself in an adven- 
ture. Now thai space wafks and 
interplanetary I ravel are con- 
temporaiy issues many adven- 
tures find their setting in pre- 
hjstorv Of are difficuli to place 
in any lime. Surrounded by 
plastics ard man-made fibres 
in the real worM, your only aids 
in adventuring are harvested 
trom Moiher Eafth Herseff . iron 



swords are thrust Into beauti- 
fully embroidered leather 
scabbards, wamith t$ assured 
with a thick woolly fleece, and 
brightly -burning torches are 
used to seek gold corns. Once 
again adven lures oHer us 
something not readily avail- 
able in our mrodern world - hid- 
den ireasure thai has never 
seen a deposit account 

It is my conjecture that good 
adveniures are like good 
novels - they must cma\B a 
worid that is both consistent 
andbdievable. 

This Gohimn is for the 
exchange of views, ideas and 
comments, and crilicisrn of 
games you have played. You 
may have read our views on 
the games you have played - 
now iet us know what ycKJ 
think „ I hope the column will 
prove a useful forum for shar- 
ing hints and lips. After a!i, we 
have all at sometime wished 
thai someone would give us 
the smaHest clue to escape 
from a pnson cell or to cross a 
bubt^ing swamp. 

So if you are stuck for your 
next move with any adventure 
let us know If we cannot ans- 



wer your problem we wilt ask 
other readers for suggestions. 

Large numbers ol games 
are being released each month 
and the numbers are increas- 
ing all I he time Many caK , 
ihem selves adventure garner, 
but this term js becoming 
broader all the time After all, 
no one would call Ptanet of 
Oeaih Of Snowbalf arcade 
games |ust t^ecause they are 
set in space, yet many com- 
f^anies call games adventures 
purely because of a fantasy 
setting 

in this column I hope to 
review most of the new adveiv 
ture releases, revealing what 
type of game they are and dis* 
Itfigui&hing ihose that are 
worth buyir^ Irom those that 
are nolf 



Any hints, tips, problems or 
anything of general i merest 
relating to adventure games 
shoijfd be addressed to: 

Derek Brewster 
Adventure Trail p 
Crash Micro. PO Boi 10, 
Ludlow, Shropshire 
SY8 10B. 




CRASH ADVENTURE TRAIL CHART 1 



a^ 



Most computer magazines 
publish ihetr own charts ihese 
days. With only one or two 
exceptions^ adventure games 
(are badly in these charts 
Mainly because tew adventur- 
ers are slocked by ttie chain 
stores who make up the Charts. 
We a! CRASH would like to 
produce the Irrst adventure 
Chart. This chart will be based 
on wtiat you thirik about the 
games you have played, riot on 
sales figures r This wHI give the 
many excellerrt games not sokl 



by the chain sior es a chance of 
charting. This should prove a 
much better jindicator of which 
reairy are the b#st adventure 
gam«B itmn does any other 
chart. 

To contribute all you have to 
do is give ihe adventures you 
have played a rating out of ten 
and send ttiese ratings to us at 
CRASH. We will then caJculate 
the average readers fating for 
each game and draw up the 
adventure charts accordingly 

Voting on the CRASH 



Adventure Trail Chart need 
not affect any votes you might 
want to send in to the main 
HOT UNE CHART, so don t go 
droppir^ adventures out of 
your HOT LINE votes because 
you atso want to vote for Ihe 
ADVENTURE CHART! 

The names of alt con- 
tributors wiH go into the bag for 
a monthly draw and the first out 
of the bag will win £40 worth Of 
software and a CRASH tee- 
shirt, with five runners up win- 
ning a CRASH tee*shlrt aadi. 



You may WRITE in to u& or ring 
us on Ihe CRASH HOTLINE 
PHONE-IN NUMBER but 
please remember lo tetl the 
answering machine that your 
vote IS for THE ADVENTURE 
CHART, The number is 05S4 
3015. 



CRASH ADVENTURE TRAIL 
CHART. POBOXtOp 
LUDLOW, SHROPSHIRE 
SY81De 
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Can*t stand the penetrating smeM of oil paints and 

terpentine? Are you drowning In diluted, diffused water 

colours? Forget about paint brushes, mixing pots and 

smeary dirty hands. The canvasses of the future are VDU or 

television screens and the crayons give way to flexible 

utility programs. Today the applications are limited by the 

lack of affordable colour screen printouts, but this is bound 

to change in the near future. 

Every artist will confirm that the selection of the right 

drawing utentils is of prime importance, and we therefore 

examine four drawing utilities now available to the budding 

Spectrum artist 



CAD. from Dream Software 
Dynamic Graphics from 

Procom 

Melbourne Draw from 

Melbourne House 

Paintbox from Prints' Plotter 




Graphical work on itie screen may be 
subdivided inio three main activities: 
Background and mi« scrwri 

creation 
Creation of us«r definable grapinioa 

(UOG) 
Handling of moving graphic* 

(Spiites) 

The seiection Of the right tiltlity 
depends entirely on the specific 
appficatton, NotaJI uli titles provide 
laciliiies lor all three disciplines: each 
one excels in one o1 the tasks. 



SCREEN CREATION 

Screen creating can be a very time con* 
sumrng pb. The basics are simple: set 
or reset the 49' 1 52 p^Kels wti ifCh make up 
the screen and give ihe 76S attribute 
positions the required value it you pro- 
vide for every pixel a mmimum of 10 
seconds for setting or resetlirig, you will 
have to work non-stop for live days. 1 6 
hours and 32 minytes. 

The colour rng works out a traction tas- 
ter at Iwo hours etght mmytes 

Obvioysly there are a deviating factors 
which reduce the required time enomi^ 
Qusiy Noi ail 1 he screen has to be dealt 
with on a pixel resolution, Tb%\ and fill 
areas can be handled in character 
resdulion. Nonetheless it is of phrne 
importance that the utility provides an 
expedient and proficient way ot perfonn- 
ing screen functions without having to 
go through any tenglhy tunciJon select 
procedures lor a simple screen manipu- 
(atiofi. Added facl^it^es &uch as diagonaj 
cursor controls, screen magnificaiton, 
window creation, scrolling, etc. givre the 
user extra flexibility and can prove a very 
useful tionus. 

Melbourne Draw scores the highest 
marks In user friendliness. This progam 
provides the clearest logical procedure: 
screen and attribute handling are com- 
pletely separated. The screen may a1 
first be edited by positEoning the cursor 
with the e^ght direction controls and then 
putting pen to paper tor the actual draw- 
ing movement. The picture, including 
the usual edit area, can be created in 
"black and while When satisfied the 
attribute edit mode is selected and the 
identical procedure can take place tor 
the attribute character setting. 

MGiboume Drsw is the only program 
which allows the attribute cursor to be 
moved in a non-destructive (pen up) 
mode. The colour may be selected l5y 
simply pressir>g the correct colour key 
(ink and cap shift paper). 



tePt Top; SmguQ pr^om Trte Hobblt> 








Lomr* Riaht t The f^tte bS^^en oP , 
The Hot>tnt ds rt should reg/Zy be* 




*THE WRATH OF MAGRA" 

A THIRD CONTINENT 

iERIES ADVENTURE 

The lifst born has been desrtruyed The 

™" ' '3j&sial ot BeroTh Irias been banished 

mc3& of EviJ has been defeated by the 

xd Fendal So ends the Third 

e invite you to wrrte your r^me 

_/ of the Fourth Age of lt>e Third 

Sifienas afia enemies, oSd and 
ng awaited sequd to Vdcanic 
Dwr^eon. Uspng high resolution graphics 
and combining the best qualities of "Black 
Crystal" and "Volcanic Dungeon", we will 
allow you to become part of this tale of 
revenge 

The Wrath oi Magia comes as three. 4eK 
programmes on cassette, boxed with rn- 
struction manual and book delaiiing the his 
tory of the Third Continent and the many 
spelts you wiN be using throughout the 
game. For the 4eK Spectrum @ £12 50 

NOTE: The Wrath of Magra ' is a complete 
adventure You need not buy Volcanic 
Dungeon or ■BiacK Crystal" to play i( 

Available from Feb "84 
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M0tbaum& Draw also ptovktes a 
^reen magnificat Jon laciiityp whkix can 
display a pod ion of ihe screen four or 1 6 
times enlarg&d. This pmves to be so 
useful that all the drawing is accomp 
lished on the enlarg&d scale The cursof 
position aytomathcally delates \he 
SGfean area displayed and as a Further 
bonus the entire scr^n may be pixel 
scrolted to centre the work area There 
are no special dra^ functions such as 
drde rectangle, etc. except fill 

The leK\ mode mdudes the usefuF 
option of writing text in any of four orien- 
tations (l/f.ifl,u/d.d/u). 

The program is aimed at providing a 
professional drawing board and proves 
to be a fast and efficient workirvg tool for 
ttWSftfiOusuSdr. 

DwiBmic Graphics allows it>e creation 
of a window of any srz8. whicti may be 
positio/i#d, edited and copied anywhere 
on the screen., thus providing for multi- 
ple screens or partem generation within 
the screen Fiifihef to this there is a 
rescale option, which will copy any 
rectangular a^ea of the screen to any 
other part with different x and y scale 
This can prove to be a very poteni fea- 
ture. Special draw commarKls such as 
line, cjrtje ar^ edit are alis^ catered for. 
Although Dynamic Graphics is first 
and foremost a moving graphics utility, 
Its inbuifi screen creator proves lo be an 
exceptionally vefsalile drawing instru- 
ment. 

Paintbox offers a Kempston oufBor con- 
iroJ oplion with ^ts Precision Plotter 
screen editor The inclusion of Special 
draw functions such as fill, erase (last 
mmmand). cirde. radial mode and arc 
together with the option of mcfudmg any 
of the S4 UDGs designed with the UOG 
editor provide for a Ltseful screen tooi. 
The omission of a paper colour contrd 
within the screen editor forces the user 
to go through the lengthy p^'ocedure of 
fetuming to the mam menu tor the sake 
oi changing paper colour. 

The list of options in the CAD program 
suggest a very powerful drawing tool. 
However the basic oonnmand procedure 





of C A D pf oves to be a St y rrvbting likx^ . 
Every function is called by pressir>g ttie 
appropriate commar>d key. upon which 
the selected command is displayed in 
tlie information window The user must 
then press enter for execution This is 
even required lor positioning the cursor. 
This all makes for a lengthy proceduret 
which ultimately takes the lun out of 
drawing Apart from the usual cursor 
control there is the option of using 



memorised headings^ but i^n practice it is 
very dlfficull to make go<xJ use of it. The 
shape creation function, which a!k5ws 
the user to stoe and recal I a seq u ence of 
drawing commands, proves to be very 
useful for pattern generation or similar 
applications, CAD. has a complete set 
of special draw commands, v^ich 
include among other things TruangSep 3D 
cube and 3D rectangle generation. 



UDG CREATION 

Paintbox offers a complete service for 
UDG addict. The orogram caters for 
lour banks of 21 UDGs which can be 
called into the UDG area for access The 
edit fadlity is a>mplele and practical to 
use including inverse, rotating arx) mir- 
ror furxjtior^. The IJDGs are stored 
logether with a M/C routine for calling 
the indtviduaT banks from Base into the 
UDG area A sketchpad is provided for 
experimenting with related UDGs 
(multi charactec sprites) . 

CAD otfers a less elat>orare UDG facfl- 
rty. Up lo 26 UDQs may be ediied and 
stored. 

M^tbouma Draw has r>o spedal editing 
facility lof UDGs but editir^ is accomp- 
tished anywhere on screen using the 
Kl6 magnification mode. Any of the 760 
character positions on the screen may 
be assigned as any one of the 22 UDGs, 
PfKe! scroHing may position the required 
shape wiihin the character grid. 



Top ; fl Qood example 
_of^ MeLbourne 
X^avj'sexceUenb- 
maQnTpfcatton 
FacTiTtLf, 

LeFt; CftP's special, 
draw commands 

Tnclude 3Pcwbe5 

are catered for 
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MOVING GRAPHICS 

Dynamic Graphics is Ihe orily program 
to actually handle spiFtes and sprite 
moveiTient from within a user s Basic 
program. CAD. oaiefs for the creation 
of up to 40 24x24 pixel spates (3k3 
character), but leaves it to the user to 
fnjecA any life into the screen. It does no 
provide any M/C routine for fast pixel to 
pixel movement 

Dynamic GrBphfcs provkles the user 
with a complete spnte animation taciltty 
and must tm invaluable for the prog- 
rammer who doesn't want to delve into 
the machines code labynnih but requires 
smooth animation. 

Si)c Sprites of up to 4x4 characters 
may be generated and edil^ with the 
excatleni sprite creator. The Six graph ic 
characters are treated as individual 
frames of an animated film and the user 
may lest the resufting motion by select- 
ing the animated dispiay. whic^i sequ- 
ences the frames on display to create a 
living object. The character set may then 
be saved to tape to be called up for later 
use. 

To integrate the mcivin^ sprites with- 
out any knowledge of M 'C. a sprite user 
SubfQulir>e compiiier is provided, vwhich 
creates a spnte positioning subfoutine 
anywhere in nonnal user memory. This 
sybroutine can be accessed via Ran- 
ddmlzs User commands from within 
Basic Up to 10 different frames may be 
posit^OHied consecutively on the screen 
and the result (if handled correctly) is a 
very smoothly moving object. 



CONCLUSION 

The four programs under scrutiny ail 
have their irxJividuat merits 

Melbourne Draw stands out clearly as a 
professional tool for title and tiack- 
ground screen creations. 
PatnttK^x provides the most ftexible 
UDG creator comt>ined with a usefiul 
screen edltor. 

OyrterFtrc Graphics is a must for any- 
body Wishing to create moving graphics 
within their own programs without 
bothenng about M/C handling. 

CA.D. provides a multitude of different 
facilities for screen, UDG and spnte edit- 
ir>g. 




Rboue ' Sprite am rr n 
avbTds delvTtiQ Tnto 

^ Pynam^c Graphics. 

B«lowLeS^E; fl boat made 

Pnom P^InfcbOK's 

_ . , btts and pieces. 

RTQhb: ^ n ftrrarT 

From Pa I nt box V 

THE PROS AND CONS 



C.A.D. 

Plus: - Multhude of spedal draw 
functbns: Line, rectangle, 
square, tnangle. c(rde. para- 
llelogram, 3D cube, 30 
rectangular box. fill, erase 
{last command) 

- Grid display on edge o1 
screen 

- Assignment of (A-Z} letter 
labets to 26 points anywfiere 
on screen for Draw by let* 
ters" facility 

- Shape creation: 26 preproo- 
rammaUe user commands 
will perfonn a series of draw 
commarids (-draw 
routines) 

- Sprite generation : up to 40 
3x3 character sprites 

- Sprite generation of up to 40 
3x3 characier sprites 

M I n us: - Complicated arJd slow dra w- 
ing procedure (select com- 
mand and press enter) 
" Confusjng and unpractical 
heading facility (cursor or 
preset heading) 




DYNAMIC GRAPHICS 

Plus: - Two cursor speeds 

- Special draw functions r 
Line, circle, arc Jii I 

" Window creation with lull 
edit end pos^tionir^ laciliiies 

- RescaEe of recta ngu tar area 
anywhere on screen 

- Excellent sprite creation. 
4k4 character sprite edit 
facility indudKng anfmatbn 
eKperimentlinfg 

- Sprite user subroutine com- 

Eiler: Creates relocatable 
I/O roulir^e for handling up 
to 10 frame 4x4 moving 
characters from within Basic 
Minus: - No grid overlay fOf screen 
creation 

- Complicated cursor direc- 
tion controts 

MELBOURNE DRAW 

Plus: - Separate screen and attri- 
bute e<Jiting 

- Attribute skip (pen up) mode 

- Diagonal cursor rrovement 

- Magnification x4 and xlG of 
screen sections 

- Fast screen liar^dling 

- Grid overlay using Bright 
facility 

~ Pixel scrollir>g of entire 
screen with wrap arourKl 

- Text can be written in four 
orientations 

- Reduekig and enlargir^ of 
entire screen 

- Simp[e UDG creation of any 
character on screen 

- Full screen available for 
drawl r>3 {information win- 
dow relocatable) 

Minus: - Complicated last cursor 
movement 
^ No ^^eclal draw commands 
exoe^till 

PAINTBOX 

Plu»: - Two cursor speeds 

- Kempston cursor control 
option 

- Special draw laeililies: FlIL 
erase, circle, radial mode 
arc 

^ Excellent UDG Creation: 
four banks of 21 UDGs lull 
UDG edit and handling facjl- 
ihrfromwilhEnBasic 

- Combined screen and UDG 
f acidly (Screen Planner) 

- Sketchpad tor related UDG 
display during UDG edit 

Minus: - Long- winded paper colour 
select 
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Joystick In Kand, CMt T«rrpnT noils 
T^ WDfld'i GroalBil Compylwr 



Whit the short pf ogmmfnii i» 
•fiteflarnpng, r! sutTirrs a 
liyntw cA ray lis First aifKl 
loiwra^ it Dofy shaw£ 2CHxkl 
games actt^s a f ang^ ol 
compyters, Iht^ showing Ihe 
ooraumer vary iHtle In hia inlamsl 
mwk. Secon(%» on sctmh. Mr 
Twrafit oxplairo that tw ^ t very 
flood at playing Ih^oiarmra, wNdi 
fwOmr y ndoos Iho c&m c?f rhe 
pnxkicers thai rh© pfogramme 
thows yCHj how to ptay ftwm Tha 
tNfd Jaurt, or mi&coricepTion, ta 
that seeing a game on a TV 
m^pmfi aiciwi Itm opr^ymer to 
^iampla' H= Thara'a r»o subs^tiiLiie 
tof hand^-on-expefience. 

rv Chotco have also 
arkiKHjnced fh^ir jnla^lion to 
r«ttas# another tap« which wil be 
a computer games magazina. The 
tmefitton it to crir»cally tvaJijai# 
new games on the market and 
tiKk them up by interviews with 
Iha people who m^ke Eh« games. 

The World's GR&BW^f 
Cdmpuf er Ga/Tws should be 
avaiidl)^ lor i#i, ra«ilal or merely 
on view, m computer netai <hM^ 



CREATIVE SPARK 

At Ctirimtmaa eladionlc fliants 
Thorn EMI releaMd five games 
tot Ihe Spectrum Bol Sw 
oornpany tias l?een unh^>py with 
m imaee m iar as thegamM 
fiwrtot goes, and has fwm 
reihoiigrk the manar. AKer soon 
corisicMrBble bfa^iitOifnlfiQ, 
accofding lo Gordon Reid 
Prodiict Manage' r for ihann EMI 
cofifKJtor aoltwef ^ tr^ey came up 
wtth the name C real kve Spark 
"Tho/n EMI is not a good idea for 
an enienajnrfwns brartd narrw," he 
laid, and we wanted lo gel away 
Irom the big oorpoc ate ifnage.' 

The result is twoi>ew games for 
Ihe Spectrum (reviewed in this 
issue) arri several other for the 
Commodofe 64, Vio 20 and Alari 
completers Tow^r of EviS ard (kc 
m^Jk tor the 4m Spectrum, are 
very nicety pack^iad and miml at 
C6,9S. Both games have been 
written by irv^iouse progfammara 
«l Thorn EMIs Wardotir Street 
programming departmenfi Sancfy 



McKerute. Manager of Home 
CofT>puter Sottware. oversees Ihe 
depanrT>enC. which consists oi 22 
m-hoijse programmers atttie 

momeni 

The fEve earti«r garner are now 
being marketed by Crealtve 
Spark, bul slill in Inerr ongirial 
packaging, wilh ihe e?cception of 
ftvef flesciw. Thofiwil^be 
repackaged because it is also 
being released for the thre« otner 
machines. Future plans tor t9B4 
are Um« fnore releases dunng 
the year totalling eight lo nine 
games ior the Spectrum 

Gordon Re^d says Ihat Rhey wiN be 
keeping an open mind regardirw 
nowffr f:ompuier$ $uch as the dL. 
AmsTrad and some Of Ihe 
Japanese machines wWch are 
soon to arrive ort the mafhet. 



SUBLIMINAL 

Wpth saies of computer games 
Slumping in America, sonware 
houses are grating any gimm«^ 
INjy can thmN of (better and betfer 
gamas dom t saam 10 anttf knto il 
owrtharey. The W^ cfSDe to for 
peyctiotogbal setf ^help programs, 
and one m the mosi talked ^)tM 
at Ei>e mmuie is Simiitacti 
Incdrporaled 'a £xp&n€to- Vmmn . 
FOf about £&Q you can buy an 
irMrlace and eight programs on 
disk, cartrldbe or cassette. This 
package wilTrhen Rash messages 
onto your TV screer^ at a claimed 
1 30th o! a second At thai I 
of course jhe eye cannot I 
anything, byt. so Ihe company 
clajma, tt^ brain s 
^ubconaciEiysness does register it 
suUkninaly, and the mesB^ge 
has an eRect. 

MAIDEN IN 
DISTRESS 

ClirlcstJan LJr«|uNan h£^ told m 
thai he IS busy on a new game 10 
b« iMpaaod by Ocean inbrtfy. 
Catted Cki^vibff , It kimtvea a 
knlgM who mat PiuflSe mroiigh 
mazaa to rMCue a maiden in 
distress There is an evil wizard 
whQ musi first be soried out 
before whishmg lh& happy maiden 
off to a life of biiss There's 
obviously a sireak ot the romanUc 
in Mr Urquhart who has alreapdy 
helped Quasjmodo rescue 
Esmerak^ iri Hmfchtmck, 



THE CUB THAT 
DOESN'T CRAWL 

A| lasi ^meone hv produced a 
roasonabty priced colour jnorwlor 
for use with ihe Spectrum 
ooniputef Mlcrovftecfirsi 
ahdwad li^H^ir Cub monHor at itie 
Merch ZX Microfeir. wher^ it 
caus^ quite a stir It is now 
jianeraNy ava^abl^. Maaamlni) 
appfOKhnaiely 1 4 ini^iaa wMe by 
11 high and 14 deep, the monitor 
comes in a biack metaJ case 
whkiti complements the S|>ec1mm 
stybng. Ttm screen is 1 4 inches 
(across the diagonal! Conirols 
Sf e very simple. Placed at Xtm rsiar 
IS an on^'off awftch. a lurwr and a 



bniliance control A smaJI ftick 
switch aHows you to set up for the 
Spectrum or to accept a video input 
from any other TTL oompatiblie 
computer, Of Irom a vndeo 
recorder 

n m^ht seem an eitpansive 
addit3qntDfttiegamasfilayef.bat 
a^nyorw who uses Ihalr computer 
fagulariy could hardly tail to be 
startled by the difteronce m quality 
between the Cub arx) ^he^r normal 
TV. The leasl of lh& improve rnents 
rhe Cub orters over ihe le^iy rs Ihe 
loS9 of crawl T he co^ou rs ar e a 
grv«t deal sharper and more 
saturated, and the entira display 
has a crystal danty that many 
peopla may have bei^eved 
Impbaalble from the Spoctrum. An 
addKtonal bon^is b thai it shoakJ 
make your vtieo tapes loo^ 
spiemkj too, although beiru a 
rnDrWtor H obviously suftmsTrom a 
lackof soundl 

JUler a week, s !na3 by Ihe 
CRASH nrviowir^ team, we hava 
decided tt^l from now on aJI 
screen raprcMJudions in the 
magarinf? will bo ph^l<!]graphed on 
Ihe Microvitec Cub Not all those 
appearing m mi$ i^si^ hava been 
dorwonthmCub but those that 
have are cradited, so yoa can s#a 
the nfteref>ce. 

The Mler«ivltac Cub m now 
avadaMe at n^oslgood 
commpuier reta^ oi^lets. priced 
C22S plus VAT 

QUICKSILVA 
IN AMERICA 



In January ol this year the 
Consumer EledioriJcs Show was 

heU ^ Las Vegas, Quiie a 

number of British softwara houSM 

attsfKled the show. We asked 

Haric iytM of QykHf stivm. to 

write his impressions lor us. 

Allhmigh the show is now toritg 

owr^ Ihe effect ihai B^sh 

soTtwaia m having m America Is 

still very mgch cuff er^, aa Mark's 

repon shows^ 

The fhghi to the eas t ooasi o< 
America takes a wtiole night, a 
kmg time tobe riyfing over 
leaiuf eless wastes of water, the 
PJighl from ttie east coasl to Las 
Vegas, near itie west coasi, takes 
the whole day America is irhdeed 
every bil as tJig as Amencans 
ciaim. Iheenlare United Kingdom 
woukJ be lost m a state like Texas 
hoiiw ot OuidiS4hfa Inc s head 
olfiCM and chare are over 50 
itatas. . . 

OubcRsiiva Ltd saw ttiie pjotenttaj 
market ^n Amer>ca and looked for 
someone to mark el its games, 
various disintHjlors were 
approached and all found lacking 
in one way or anolher and so Iha 
hghl people were sought out 10 
l^m Ou^silva inc, a sister 
company to OuicksiivaLtd. They 
wars CsjI S&eglef and Roger 
Howard, who were found, after 
much searchino. m Paris. They 
moved to San Antohio, Tejias and 
sei up Ouicksih^a Enc San Antonio 
IS at the bottom ol Amehca 
mid-way between the coasts and 
jn an kteal position to servk^ Ihe 
huge conttnent. 



Las V^ps As in the Nevada 
ClMart and is thegamiMtng centra 
of the t^nlted States of America , 
gambling is illMal elsawtiara m 
Amenca so aFI the gamWing Is 
concentraied inKo thks ont cwEy 
<% Near Las Vegas is tha huge 
Hoover Dam wh»di suppHaa 
vndually Iimit1#ss supplies oi 
cheap eiedncEty whicii the 
Casinos use to ti^rn night jnio day. 

tn Las Veg^ rn January t9M the- 
Consumer Electronics Show was 
held, and here Outdcsilva Lid and 
Quiohiiva Inc gatlwred to start 
ihaircrislamhl cm me American 
market. A1 a staml fn one of the 
smai hsMs Ouidcsika unvested Us 
first products. Time Oata for me 
American Spectrum (the 
Timex -Sinclair 2066) and 
Bugaboo for the Commodore 64 
were among those games on 
st>ow ThhS small hajl all hough 
small m American terms was the 
Sim ol thr»« or tour Egris Courts, 
^tm main hail was o! the sod of 
size wtiete one would expect to 
see ctoixls forming and smaJi 
tribes tosf among l>e stands 
preymg on unsuspecting vWtors. 





MiJi, li|!E^4 



Also evtitofting Iheir MMI game, 
HMaoua iM. on Iha Qujchttilva 
itud were Virgin Garnes. wtio 
aia Joining lorces wdti Ouckailya 
Inc to proikrte themselves in the 
USA. The Amencarts were 
amazed, they couidn t believe 
what thoy were seeirig, for in 
An>ef ica you wjii not fmd the 
venety and mgenuity Ihal bkI:^ 
among Bhush soflwaia hot^aa. in 
particular the ones which irtstst on 
ongLnal games and riol straifhl 
arcade copies. iMoi only were 
orders ftpwkng in Ef^ick and fast 
from retailers and di^rilxiiora byl 
aiso ej^htbiiors from Large 
Amer«»n games software hoiises 
were oommg over to sa«^ the 
games, then going away and 
Cuming back with the^r coHeagues 
to Show tfiem and enqutre wtian 
would they be able to buy them. 
Oulctollva IriC had an^rved after six 
mcnihs of pajnstaki^ng 
preparation and Amenca was 
ready lor them. 

The ifiterTLal nights in Arnenca ara 
^ka buses \ The plane lands , 
passengers get otf and new ones 
get on and in ten minutes the 
ptane is f^ing to Vrm next town sAd 
the pBoi IS saying over ihiS 
spoafcars "Hi there, (he weather's 
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iDDkin' good so you have a nice 
day y awl " in orm df tti«$« ih& 
txhiDHtof s (ram ihe CES shcrw^ Re* 
down io San Amontq. home o1 
Quidcsiivii Inc, Carl and flogor 
from O^tcksi^va fnc. Mark Eyies. 
C^ro^in^ Hayon an<} Rod CcHjseAS 
frofn OiJicksilva Lid am Nrck 
A^ander Irom Virgin GarT>e$. We 
watched omX ihe window a^ w^ 
came in to land looking for tl^ 
Ouicks^lv^ oitpces wfiicti ere 
vliMile from tihe p^ne. We ianded 
flraiy In a ctoa/ coo4 Texan 
auraat 

TKe foRowing me^Fng wig amv^ 
ar EHe ottices and sianed to sort 
ot4 tt^ Of i^rs ari<) anquihM hivn 
the ahpw Ouicksilva Ino is unV 
e$ial>H$hed and has its own Disic 
Dupi»cet»ng taciiiiies. glares and 
Iwcllons 24 hourt-a-day 
CMiitlM are copied by a ^rge 
dupti^ati^ng compmy a mile down 
Ihe road, the oovofsare primed 
round the corner ar^ lunchtim* is 

§>ent in a Mexican restaurant w\1h 
uacamdie and Nachos (these 
are food arxl not fneode!) 

The Amercan market is not |ust 
bagger than tr^ Er^Sish market but 
M to Mbtfy dHfnnt. Ameficans are 
not ktOA on ^saeties and whete 
poatille eveFythJrig mysl be on 
biaii. MhOiigh on me 
Timex'Srndalr SOBS Ifiay fif« 
cooferiit Id tiae iape«. on th« 
Commodora W you coukJn i g^ve 
wtAf a program oncttMttalTha 
pmckBging has to b« big. ai laa«t 
as big aa viaao tttaene bovm 
wd p ralirit i y two or Ihr ee ijmaa 
aabig. 

COffiputflf ipmes are $old 
avofywhore, in laci whi^ m 
Amanca we came across 
QLMCksilva ZX-g I gamea (frorn a 
disir^bu!ion agreernenr nearly tvvo 
j^iafs old) «a one or the large retail 
cMiia which sprawl acfosa 
An^nca Ir was an odd feeling to 
travel half way roy nd Ihe wodd 
and then find your garnas on a 
shop countef , thoiigti a aidisfyir^g 
one. AncMber mtere^ng aspect ol 
American marketing *% that 
avafything IS boyght and aold with 
cradn cards and mofi>ey is rapKfly 
go^ng oul of fashjon. 

Ouicksih^a lr«c m now going 
through a rapid growth phase as 
the Oukcksitva nam€^ is becoming 
known throughout the USA, and 
QuiCksiiva irK IS expanding to f iN a 
targa gw^in iha vast American 
mafhat.TOsflrowih LB not without ; 
Its' cosi though, for inaiance to 
advertise nghl across \hB USA is 
plianomenaHy ijxpensive. adverts 
irenH gurle SO times as expensive 
bci in soma pertodcais neaHy so, 
boi the reward* and (ha prc3*Tnise 
of ih IS grcwi ng markai make H a 
mu^ for Bniai^ns leading ongin ^ 
games sctiware house 

cMARKEYLES 




whefi i read ihe leview of Red 
Baron {March|. Not onty did 
Ihe reviewer tt^ink he was 
goir\g backwards when 
kX)king over the tail of this 
Sopwith Camel, but he 
thought (quote): Ifsvery 
ditsofienting it the plan^ is 
tsehirKi you. you get a view 
over the back of the pfana . . . 
which doesnl seem^ very 
reafiiic. eh?!?WQu3ditb« 
more realistic not to sae the 
enerny plane at all? 

Ohjhatsii I've lust 
realised why he hasn 1 been 
crushed under a juggernaut ^ 
he never uses the rear view 
m-irrorf 

Sarcasm apart, I tt^oroyghly 
enjoyed Red Baron and didn I 
find it eilher di&onenting or 
'unrealistic 

Yours faithfuHv. Baron 
von Richtoffen (alias 
Malcolm HIghamp 
Uverpool). 

PS. Please donate the Et2 to 
Vtm CRASH Reviewers 
fnsu ranee Fund^ 

I said that's enough ot 
He viebvflfs probtems^ 
Anyway, smartass , how sre 
you supposed to fly your 
Sopwith Camel ti your head is 
tometf through 7 80 degrees 7 
How are you going to read 
your next issue at CRASH it 
your had is tumed through 
} 80 degrBBs - rrtora sarcasm 
iike that, and thats the way 
you coutd be spending the 
rest of your fife! Glad you Itke 
Red flaron. 



FALLEN OUT 

Dear CRASH. 

rmalraidCRASHandl 
have fasten out. 

AFter0wmr>ga4SK 
Spectry m for one week arxi 
buying Ihree games off the 
Shelf without knowing 
anything about them, only to 
find all three lo be poor, I 
bought (our CRASH 
recommended games arxJ 
was delighted 

I Itien lold my son that Id 
buy ftm one game per month 

- the CRASH NEW GAME OF 
THE MONTH Whatdoyotido 

- bui f ecommerri five damn 
Games of the Month at a total 
COSI of C28 85 Please don t 
do Ihat agam or til soon be 
broke. 

Yours sincerely, R. 
Taylor, Nuneaton. 

/ dart t think (vb got any 
answer to that. . . 
LM 



CHEATS 
CORNER 

We've recBi\/Bd so many 
tetters trampeopfe with 
helpful hmts on how to cheat at 
Mamc MmerthBti'm 
beginnmg to suspect Im the 
only person tn Brttair} who 
doesnt know how to cheat 
Before we go op to that, how 
ebom thm; 

mVER RESCUE 

Dear CRASH 

I have found a way of 
getting a very big bonus arvd 
gel on to the next sheet 
quiCkly on Thorn EMfa Ri^mr 
Rescue . When the game 
staris, go about three quaners 
I o( the way across the screen, 
When Ihe dock comes, dock 
as usual . but after you have 
I docked press keys for back 
I ar>d fire and keep your fingers 
on the keys until your ship has 
filled up with n^ne men When 
it IS fulL carry on playing and 
then drop your men off. You 
will now get a big bonus Now 
manoeuvre yourseH lo the 
centre Of the nver and wart. 

You wiO seatwo blue strips 
coming towards you. Go 
between them {this will take a 
bit of practice). Now you wi!l 
proceed to the next sheei 

Youralncereiy.J.P- 
Weaver, Staple Hill BriatoL 

And Robert Thomos. of 
I Cheshuni Hens, says . . . 

I 1 a) so have picked up nine 
1 passengers rnstead Ol Ihe Six 
suggested ^ This ^as achieved 
by goif>g forward (by pressing 
P) and then docking, followed 
by presstng and C - 
simultaneously the ship pid^ 
up another passenger If you 
go far enough forward you can 
pressO ar>d A and this will 
result in landing at the lower 
dock 

And so io Manic Miner. Now 
that Jer Set Wtfly la out* I'm 
sura no one will mind the 
following routines 
appearing. Besides, 
everyone already knowa 
them. We have received 22 
fetters on the subject But 
[ust in case there ts soma 
frustrated Man^c Miner out 
there who hasn't been 
vouchsafed some Surblton 
occult, here's the Jlst of It 

First routine is to secure a 
large or unlimrted number of 
Irves One method says, stop 
Ihe tape after ihe picture has 
baded. BREAK m LIST and 
type: 25 POKE 351^6,06^^. 
Then ENTER, type in RUN 



and ENTER that and start the 
tape again. A befler meihod is 
to type in before starting the 
bad IMEflGE"". press 
ENTER and start lape. When 
the OK Sign appars at the 
t»nom of the screen, stop the 
tape immedialely LIST and 
type in ; 25 POKE 351 36 jO and 
then ENTER \\. Both rou lines 
create unlimited lives 

A similar routine for a faroer 
but iimited number of 9ives& 
this: Load for a few seconds 
until the screen lums black, 
then stop the tape, type in: 
INK 7 and press ENTER twice 
and a listing should appear. 
Typ in: 25 POKE 34263, n 
(where n = ihe number ot tives 
you want) and then ENTER. 
Too many lives slows the 
game down. 

The other mam routine li 
designed to )et you play on 
any of the 20 sheets you want 
and involves pressing ENTER 
as usual when the loading is 
completed and the music is 
playing, but ihen key in the 
number 603 1 769 A boot 
appears where the lives 
normally are displayed The 
tevets can then be selected by 
pressing between one and five 
keys sirnuKaneously These 
have been reporteo in letters 
quite vanousJy, but the 
common denominator is the 
figure 6. VMian the sheet you 
want appars on creen, release 
the keys and start playing. 
These are the keys wh^h 
must be pressed 
simultaneousty 

6 Central Cavern 

61 Cold Room 

62 Menagerie 

621 Uranium Workings 
p 63 Eugenes Lair 

631 Processing Plant 

632 TheVal 
6321 Kong Beast I 

64 AnKiebatrons I 

641 Endorian Forest 

642 Attack of the Mutant 
TeieptK>ne 

6421 Kong Beast 11 

643 Ore Refinery 

6431 Sky Lab Landing Say 
64321 The 16th Cavern 

65 The Warehouse 

651 Amoebaironsil 

652 Solar Power 
Generator 

6531 The Final Bamer 



If you have any 
comments on CRASH, or 
on Spectrum software, 
compfatnts in general, 
playtng tips or hints, and 
especially any adventure 
tips you would like to 
share with others, please 
wrtteintoUoyd 
Mangram. CRASH 
Forum, PO Box 10. 
Ludlow; Shropshire 5Y6 
IDS. 
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Reviewers Chris Passay and Matthew Uffln- 
dell don their cold gear to play in the Arctic 
wastes , . . 

The Pengo scenario says that a penguin In 
the snowy wastes must stay alive by melting 
^ce blocks, or shunting them along to squash 
the snow bugs which threaten him. The frame 
resembles one of those small hand-held 
word puzzles with letters printed on small 
squares which may be shuffled to rearrange 
them. The game requires a certain amount of 
strategic thinking in setting up kills. You can 
usually 'electrify' the walls (the edge of the 
screen) and daze any nasties that touch it, 
running them down if you are able. First in the 
market was Blaby's Dodo and the Snow Bees 
by a long margin. 



Dodo (and the snow bees) 



Bfaby Computer Games 

This iS a reasonable copy of 
the Pengo gam« aixJ it con- 
tains quite rea$onai^e graph- 
ics too. They a/e a little lerky 
dye 10 the character posnbn 
movement. As with rnost Blaby 
games, the soufKl quality and 
content is eKcelJerit {Blaby 
sound seems loud tOOf). As far 
as sound goes. As the best, 
but for play ability it s possibly 
the wofsl. Keyboard control is 
bmi b^ay$e i$ uses rhe cur- 
aom - Kempstoft. AGF afid 



Protek joystick owners need 
not worry thoygh. ( found the 
game average and rt has been 
outclassed on most fronts by 
others, not surprising perhaps, 
as il praceeos them all by 
alrnost a year and Spectrum 
software has oome a long way 
in ihal tsTTie. The snow bees in 
thiS aame did resemble b&es, 
which IS more than can t>e said 
tor most of the r&st. 
CP 
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Dodo is !he oldasi gam© out of 
ihB bunch, and pi srvowsf 
Movement is by block and 
slo*. The snow bees have a 
distinct advaniage - they move 
faster than you do Fences can 
be eledrilKed four times during 
the entire game. The screen 
also seems very cramped. 
However, the ice blocks move 
smoothly. The colour is well 
used. One of the worst points is 
the keyboerd layout, which is 
excepftionaltypoorH 
MU 



Pengy 



Micromania 

With Ihis game, the tifie screen 
provjdes you with two piety res. 
one for the game itseit and 
another, which is an advert lof 
Tutankhamun - a bft like being 
in The cinema! On piay>ng the 
garne I found I had difficulty 
moving ice btocks with ihe 
keyboerd^ When I changed to 
my tmsty Kempslon I found I 
could by using the fire torton. 
The game s graphics are okay 
but a irttle Htckerv and the 
sound, whilst well u^kI. is 
noihJpiD spedak Th^s game is 
enjoymle but I prel erred 
Ff&&iB&^ to rl. Pengy him- 
self seems to resemble a fat 
Dracula! One thing to bear m 
mind m discussing the menis 
oi Pengy is that it is m 1 §K - the 
only one. 
CP 

The loadir>g time {with its 
advertisement screen feature) 
is very shofi - great. You are a 
very ghostly lookrr^g per^guin. 
out to squash spongy tooking 
intelligeni creatures - well, 
almost mtelli^ent. actually 
they fe pretty thick, but every 
screen completed adds 
another snow bee to the game. 
Movement of srbow bees pen- 
guin and ice blocks is snrooth 
end fast. The keys are respon- 



sive and wel[ positioned Each 
time the fence is electrified the 
border changes colour, so you 
can see that the fence is defi- 
nitely electrified. There are four 
differently coloured ice blocks 
which can be pushed together 
(they cant be melteo) for 
bonus points. An average 
Perwobutin 16K 
MU 



^<^ 



f eez' Bees 



Silversoft 

I tike Freez'Sees an<i it's a 
good version, The movement 
of Ihe penguin rs especially 
good, and genefaJly all the 
graphites were of reasonabte 
quatity. The odd. btob-like 
snow bees are particularjy 
comical when they lie dazed" 
against the etectncrfed wall. 
Their eyes spin round and 
round. The sound is good» but 
again BSaby's is better. The 
control keys have a decerit 
layout and Kempston owners 
are catered for. With all its ele- 
ments and 10 skill levels, this 
game will rtevef become too 
easy, but it femams very play- 
able. 
CP 

Freez'Sees has the most 
options open to the player, le 
you can alter the speed of the 
game from to 9. there are 
good instructions, and a useful 
hold-and-quit key. When 
pushed, the ice blocks move 
very quickly to their destina- 
tion - ttmy also instantly cnjsh 
Ihe nasties > Freez snow bees 
are not over- intelligent, thank 
goodness^ but once on your 
trail they won ! let up. The pen- 
guin himself waddles about 
most convkncingty. The 
responsive keys are well 
plac^ and both sound and 
colour have been welt used. 
MU 




Eskimo 



OcBm 

What distinguistes Eskimo 
£ddie Ifom ihe others is that it 
has two totally differerit sheets 
in the game Ocean did this 
with Mr Wimpy, and while it 
gives you two games for the 
price of one it da n t>e a bit if ritat- 
tng when you want to get o^ 
with the Pengo part. StilL a 
very small quibble and one 
which mot people will probably 
disagree with. In the first sheet. 
Frogger style, you have to 
rescue Percy penguin from 
Gfowter the bear. There are 
two bears, slow and medium 
speed, and three jagged ice 
blocks which cross and 
recross the screen. You rrvove 
from tthe bottom to the top. col- 
lect Percy, and then re i urn. 
This has to be done three times 
before getiirra on to the Pengo 
sheet properly. From here on, 
everything is like the normal 
Pengo, with electric fences, 
bugs and btocks. The graph tes 
throughout are very good and 
Smcxjth and Ihe sound is about 
the best (after Blaby^) and I 
liked the small details like the 
chasing fambow effect round 
the edge of the firsi sheet. All in 
all a very good game which 
gets tougtief with each 
screen. 
CP 



iiigo-type gmm comparison table 

The two reviewers' ratings have been averaged, but despite 
independent assessment of the games, they we^e very 
much in agreement. 






mwmatJhimit. 



DODO Blaby 



PENGY Micromania 



FHEEZ'BEES Silversoft 



ESKIMO EDDIE Ocean 



PUSH OFF Software Projects 




One difference that no other 
Pengo has is thai this version 
has two totally different 
screens, the firsi being to avoid 
moving ice holes and supertrfy 
animated poJar bears, rescue a 
penguin from the other si(te 
and bring him safety iDack - 
three times. The second 
screen then resembles most 
other Pengo games The ice 
blocks move ver/ well but if 
you do push a block p all the 
conirol keys are trozen (sorry, 
didn t mean Ihatt) until the 
block reaches the wall or a 
snow bug. Th,i5 does po5e 
problems - the bugs have a 
chance of catching you while 
you are stationary. Otherwise 
the graphics are ver^ good, 
electric fences work well ice 
blocks move smODthty and the 
sound iS good The snow bees 
get progressively more intel- 
bgent as each screen is 
deared. A verv good game. 
MU 



Push Off 



Software Projects 

This was by far the best game 
in my opinion. It was a littSe dif- 
ferent too, wfth the tadybird try- 
ing to k^fi garden cfeepie craw- 
lies (and they trying to get her, 
of course). Instead of being 
white, Ihe triocks are a decent 
garden green Other changes 
were belts which, when rung by 
touching them, rBsant you 
couki eat the nasties 
Pacman-style for a while. The 
graphics ar& super srrxxTtfii 
easily the best, the creepjes 
have nice detail too. But it can't 
beat Blaby s Dodo on soundf 
Key conirol is good and there 
are iois of joystk:k options 
available. The best of the 
byrKii for me. 
CP 

This is the onfy one without a 
bit of ice in sight. Instead you 
push^^tt^row garden bhcks at 
lour different inlets, and you 
are a ladybird Apart from 
these differences rt plays ven^ 
like the other Pengos. Instead 
of etectrifsed fences there are 
bells which can be n^ng and 
turn the insects to jelly When 
you eat a iellied bug a bonus 
score appears, but the bell only 
rings for a stKMi time. The 
action IS fasf. graphics very 
smooth (unhke most of the 
othiefs}. characters are large 
and detailed and very colour* 
ful. The keys are good and 
responsive, and ( found this to 
be an addictive PenQO-ffpe 
game^ 
MU 
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}awng up Your Sweet Talking 
Friend, The Spectrum 




Ever since I mode nw Spee^^ 
trum a pre&eni of a ChMtah 
Swottt Talker, it has be^n 
grateful and has wver slopped 
Bubbling over with Sweei Talk, 
8ui th^n I gave it a Micro 
Command unil and now it lis- 
tens occasionally lo wha? I say, 
not always understanding m«. 
but then again 1 mn quite a drt- 
ficuli person lo understand. 
Strange whal a drfference an 
affeciKjnate ear oan make . . . 



HIS MASTERS VOICE 

The mouth of my Spectnjm 
came with an Instruction man- 
ual and a cassette named 
appropnatety Otat Box. The 
mouth jusl plugs into the rear of 
the Specify m. Once Chai Box 
is loaded, Sweet Talk invrtes 
yoiJ to its own Ghat Show, ft 
presents itseif and gets started 
on a very interesting subject - 
Hsalf. Itwon tstoptafking about 
Itself . . . how wonderful rt is . . . 
and how evejjtody ought to 
ad/nireit, . , ,Tnarswhienlpul' 
Jed out the pJug and got the 
upper hand. 

1 consulted the instructions 
tor use. There it was - a simple 
example program called 
'Cheetah ' 1 immediately nrvod- 
tfied the pfogram changing the 
data statements, looking up 
the phonems tor Rat>bit' 
(Cheetah betng too foretgn), 
included a loop statement for 
repeat performance and pres- 
sed run: RaObrtRabbirRabb^l- 
RabbitRabbrt . . .' 

I hit the break key aixl 
thought I ou^ht to behave more 
responsibly After all I here are 
68 altophone cominands to be 
output and whoever was iisten- 
Ing at port 7 obvbusly had a 
mfore selective vocabulary 
than my budgie ^f^ must think 
me a right twirp. The extension 
port from Sweet Tatker gave 
me an klea . . 



a listening device whk^ would 
do Terry Wogan proud. I 
played dominoes witti the 
Spectrum add-ons. plugging 
the Micro Command unit into 
the Cheetah Sweet Talker into 
the Spectrum I soon figured 
out where the mike pEug was at 
home and loaded the demon- 
straton tepe. Micro Command 
and 1 got acquainted. We built 
up an intimate relationship. I 
suspected however tha[ hriicro 
Command had a bad ear. as I 
had 10 repeat B\fmY new word 
four limes m a row lietofe it 
acknowledged it Once it pot 
used to my spoken woro it 
would understand me at the 
rate of seven to eight out of 1 

I soon completed the silly 
game whk^h was supposed to 
lest our relationship and was 
able to program lo ShBBp Tafk . 
Here the originally keytsoard- 
controlled sheepdog Rexp 
whose job IS to round up the lot 
sheep In the sheep pen. has 
been replaced by a new Rex 
with a heanng aid. I soon sus- 
pected however that the bat- 
tery of the hearing device had 
gone to the dogs - sorry - was 
on its last legs, for Rex would 
not obey me no matter how t 
shouted, 

I consulted the Micro Com- 
marri Additional Information 
booklet. Two mettYods of f listen- 
ing are avaiiable: Micro Com- 
mand listens to the entrre word 
and then analyses it Wi^th the 
second method Micro Com- 



mand only listens to the begin- 
ning ol the word and as soon 
as it has enough data will make 
up its mirnl before the end of 
the word. The first method may 
be slower, but error free com- 
munication is guaranteed lor 
over B0% Of cases. The sec- 
ond method is totally unpre- 
dtetabto, with a success rate of 
50% or less. It is my lirm con- 
vkrtion that Rex is not only a 
slOM mover but also a last lis^ 
tenef 

However. I have heard from 
a good source (an ear at court, 
so lo speak) that this is not so. 
and that the excitement of the 
game makes my voice unre- 
cognisable to Micro Com- 
mand. I apologise lo Rex and 
surrender rny position to more 
stoic shepheros. 




TOa 




HAVE EARS WILL 
USTEN 



Micro Command is better 
equipped than Sweat Tafker. it 
comes in a bfgger box and has 



A MOUTHFUL OF EAR . . 



!t didn't take long for me lo rec- 
ognise the potential of combin- 
ing mouth and eaf ^^ith the 
Spectrum as giey matlef 
lodged beh^een tt>e two. 

Using the T&ach pfcgram 
supplied with the Micro Com- 
mand. I quickly set about using 
the ear lor my very own pur- 
poses. TgbcH contains three 
machine code subroutines, 
which can be cabled up via 
User commands. Trie sub- 
routine «t2 ^ill perform tt>e 
learn fynction, where Micro 
Command will listen to the next 
four words uttered and feam 
and store them as word 1 The 
subroutine «I1 will now ^lslen to 
the word spoken and set a var- 
iable named aptly 'reply' lo the 
value t whenever it recognises 
this word Reply is usually (f 
no word is spoken Subroutine 
st3 will condthon Micro Com- 
mand for fast or stow recogni- 
tion. A maximum ol IS words 
may be stored and can subse- 
quently t>e recognised. Suc- 
cess is not always guaranteed 
as a loE of letters are so similar 
that recognition is extremely 
difficult. Having stored Hello 
and Goodbye.' I sel about 
pfeparirig a linking program, 
which cnecks when ihe word 
Helk)' IS spoken and then con- 
trols the Sweet Tafker pnto say- 
ing Hello' wilh the appropriate 
data statements- Simtlar tor 
Goodbye and wow - my 
Spectrum behaves like a p^r^ 
rot! Now, by placing the mike 
near the Sweet Talker louds- 
peaker and further program 
manipulation, my Spectrum 
will plunge into holding a con- 
versation on Its own . . Hey. 
wait a minute . 



"Of sticks ana Tricks . , . 



Many a gdirves player may 
have wondefed whai Ihis mas- 
sively adverrtised Trick stick by 
East LofKlon Rotiotiot IS all 
about The advediaemeni 
promises propofl^iDfial control 
and patent applied pre^gure- 
s^nsttivt Sirisors Coy Id this 
pov0 to be really the uttimafe 
nigh-teoh uJ (ra-fesponsj ve 
pTDportional |oystick for tNs 
S|>6cirum, a must tm the 
arcade gamer? 

CRASH set aboul looking 
into ihe matter ana fmid testing 
thie unit. . . ■ 

The Trickslick package con^ 
lams the hideous control 
weapon, the Trickalick. 
tDstther with a narrow inier- 
fag« ynit, displaying v^ry 
shoddy wortcmanshrp. and two 
cassettes contatning tha soft- 
ware. The User Documenta- 
tion ^Kplains in detail every- 
thing you wanted to know 
a5out the Tricksfick- 

The device uses the capaci^ 
tive effect of the human body (o 
detect the commands ot the 
player. This works in a similar 
way to the old touch-sensjtive 
switches, but Ihe Tnckstick 
sensor works analogye and 
can detect varying degrees ot 
pressure (surface ana dielec- 
tric changes) The TricksikA is 
blessed wrth st^ of the^^sa sen- 
sors: two a1 the ttp d1 the unit for 
left and right movement, two at 
the ypper side lor lorward aitd 
backward movement, and iwo 
at the lower s^ie lor two inde- 
pendent lir© actions 

The documentation gives 
recommef>daliDns lor gnpping 
the Trlckstick for both left and 
right hariders. The left and right 
sensors are controlled by rol- 
ling Ih© centrally located 
Uiumb. white the Forward mid 
backward sensors are handled 
(or fingered) with the tore and 
middle fingen. The remaining 
free hand is used to dmch the 
TricKstiok at the k>wer md and 
to each tor it^e Firel and Firet 
sensor tngger . 

Before alt this can happefi 
Htm in led ace, which is com pat- 
Ible with \h^ Kenn^lon inter- 
face requifir^g mput pc^ 30 
monitoring, has to be plugged 
mto the Spectrum edge con- 
nector port and programmed 
via plug m crosslinks. Up to 
eight Trickstjcks can tje a^n- 
nected. each requiring a differ- 
ent port address (7F9FH to 
FE9FH), Therefore one cros- 
slink selects the port address 
and ttie secorKJ selects the 
wof1( nKKle: proportional or 
stop and go mode As the 
novelty lies m the analog 
tiehavjour of tt^a animal, pr op^ 
Ofttonal control is selected arid 
the Tricksiick Trainer cassette 
toaded. Prior to play, however, 
the sensftrvtty control situated 




oa the upper half of the Thck- 
stJck has 1o be adjusted to th# 
indivklual sweaty hand. Th# 
setting is found by controlling 
the aircrafl in the game and 
varying the sensitivity ot Ihe 
sensors until ideal response Is 
react\0d 

As promised, a certain prop* 
oriional control can be 
achieved, but the left and right 
controls prove to be too tar 
apart for simply rdting the cerb 
trally placed thumb over the 
sensors, 

The training game consists 
ot a formation of enemy aircraft 
chasing the players plane. 
The idaa is to manoeuvre the 
plane into a firing position and 
destroy all enemy pJaries. 
Right from the start it is appar^ 
ent that the Tnckstick layout 
lakes some gettinq used to 
The predtctabil% and 
repeaiability ol the finer pres- 
sure to speed relationship 
leaves a lot to be desired, but 
this may well be tfve result o( 
too little training. Nonefhetess 
the Trkikstick was immediately 
tetmplisad the Tncky Stick . . 

The second cassette 
induded a very similar air 
attack game. The tactic of the 
game, which starts off with only 
one enemy aircraft, is to utilise 
Ihe wrap around edges of tir>e 
screen to marKmuvre the plane 
into a firing position and thus 
gain the upper hand. Once Ihe 
enemy is destroyed, the game 
continues with two ertemy 
tighfef s. then ihree . . . 

The game certainly Is fas- 
cinahng and demanding, 
especially with ttie unusual 
controls of the Tnckstk;k. but 



the question is whether the 
analog contrd actually ts an 
improvement over the humble 
miaoswiich actuaied joystick. 
To this purpose a large selec- 
tion of games ranging Irom 
fight0f Piloi (ideal for analog 
controij to Jefpac ar>d4lfc/lilac 
(gnsurtable) were played and 
tested With bolh ihe convtfi- 
tional joystick and the Tridc- 
stick. Various players confes- 
sed to noticing Nttie Or no 
improvement over the conven- 
tional pystick, most grumbling 
over the unfamiliar and unre- 
tatatsfe forward^ackward 
movement of the fingers for the 
up. down movement on the 
screen. 

The document stales that 
tfie software stKsukJ be specifi- 
cally designed fo cerate for 
the analog mode lo achieve 
best re:&utis. li also gives an 



example as to how Wm pcog- 
ram ought to read the joystick 
port, but Ih^s looks suspiciou^ 
similar to the usual digital joys- 
tick monrtonng. Faster port 
scanning repetition rates may 
improve the anakig feel if the 
unit works with statpstical coin- 
cidences tietwaen a vanable 
oniotf ratio signal generated by 
the Trickstick and the pot read 
period. But this is only auess- 
work as no technical inrorma- 
tion m available. 

As with all new and unfamil- 
iar devices, opinions may vary 
strongly over Its merits and 
disadvantages. Certainly 

CRASH would be interested to 
ehar from seasor>ed Trickstick 
owners, tf there are any yet, 
what #keir opinions are as 
regards the improvement in 
point scoFtng over conven- 
tkmal joysticks. 
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in as^oaaiioo wrih ihe OyHd of 
Softwara HoMM (GOSH) w8 
ara Dfffinng rMd6<rB a Mivic6 
wfiieh should pi dve to be of gr&at 
¥aJu$ In eftoci it m a Consumef 
Safvbe 10 t>&ip nohi wfortgs and it 
M tlit fails 10 wnta wronga as 

The pasi cogpto o( months hav^ 
been smrf activie fof QOSH wdh 
rweKv0 more scAwaie ^vham 
joming I to cxg^rmaiioo including 
AudiogeriK^. f^KTronio^. Widlgei. 
C^tord CocnpLTt^f Prtess. A i F 
Rom Ik, Aftic. CD.S. and 
UamasQh Tiio pneMnt tevet ol 
membership new vtafvls ai 25 and 
IS increasing all the whio » mom 
software hoiises MO the benefita 
^bekx^ging. 



A maior Item on the rn#etjr>g 
ageffidas of GOSH is me seno^is 
matlar ol piracy, and GOSH i& 
fldive^y Eobbyrng Tor sypport over 
piracy m oon|yficlion wk|!h oth^r 
computer trskdo Ofgariisahora. As 
anuit ol legsl fiction laken by 
QOSHon behaH of gn^ qI its 
members, a r«oeni police ra^ 
rawlMJ in seizure of thouswdaof 
cotimwfen tapes, ttiefta^ ooptes oi 
prooramft wFtt^ deveny repnrMcf 
coders 

In a4dilion loprotGCling its 
mfi^mbers, GOSH is also 
concef nMJ wrih cuMomer r#laiion$ 
artd has df awn up mbdel t^m^ of 
trad I n<g I hs m iNs area that 
CRASH v^ill be active We have 
already reoeKve<f a number dl 



tellers ar>d phone caJte ffom 
readers who teel ttioy have beeo 
irealed badly InforMCaseslhs 
wnler had good cvuw, kn some 
cmm a soYtw^re hoi^fte has tailed 
10 respond lo ii genuine 
complaint, and m some cases Ihe 
OOflicHainE was barely justified. A 
tet of compiainis appear to be 
generated by slow r&pair limes o< 
Spectmms at Sinclair. wNct^ lal^ 
MtBide our brmf, althcxi^h any 
ccffif>iaints will b9 iriveatt||Bla<l 
wh*re possible. 

Our aim is to act as a 
Qo^ biwaafi , with the help of 
QOHtlnsofting oui problems. 
Vtiy often soltware hoi^es lack 
the statl to cope wttti out ol the 
ordin«iy mattefflp and with Ihe 



best wNI in the wo«1d detays can 
oocur in processing complaims - 
aometimes it lurns out in be ItM 
post^ Whatever. wt< will ir^ and do 
our besi to se« tiiat boih reader 
and aotfware house gels a fair 
deal. If you have any problems 
and woiM like us to hxA inio 
them, wrilflo: 

CRASH HELPLINE, f^ ftOX 10< 

LUDLOW, 

SHAOPSHfRE SYS 1DB. 



\ 



Please do n^it use the CRASM 
HOTLINE, as thti IS not moniicj-red 
on a daily basts, and your can mey 
not t>e innefoepsed m lime 



DORCAS SOFTWARE PRESENTS 

'-' THE ORACLE'S 



DORIC 

COMPUTER 
SERVICES 



CAVE 



The Oracle's Cave is an exciting adventure game containing a unique 
blend or HIGH RESOLUTION ANIMATED GRAPHICS and text which has 
been designed especially for the 

48K SPECTRUM 

Its many features include: 

* Continuously displayed high resolution graphics 

* Tinrie limit of live days' on every adventure 

* Compietety riew cave layout, monster posiiion and eve^l sequence 
generated tor every game 

* All monsters, articles ^nd tocations depicted 10 a ievei of detail that 
pua^iea SPECTRUM graphics to the limit 

Thff cId«b»i yet to ■ irui Animittd grAOhict ftdv«nturt,..«KC»iifrfit vAhie tor money ' Pvpui^F 
Cefliptftfnir W«iAly 

Supefb ntgh risolyt^on w\th smoeih ^crolNng wllh irw nigfilft drawtng m this pf c>grim ihou^d 
give f oti pi«n I f to thmh At>QU I ificro A#ptfilyr* &•« &S 

' Tha gr«pnK» «r« tinoDlh, ilartling and ekciemg Tfieiy »fiDW Ihe wvy idr |ho develop nwnl: ot I he 
gnphicf Mvifiture m ih« neKt y«ir' Bkt^i^r UMmAnmm^ A4 

ta&h qiieii hs »ii^i0<j by you «t ine EN^inmn^ot ttm j}ain« u^d you will na v« ti-^fi gifnt Oays in 
A*hi£h 10 compleiflit Tha lime lMcidrii«xti^iOii«tinadvftfllui«gAn^e« SArtoTiltutaf C^ 



AvaitQbt^ from WHSMtTH. Sfl^eefed 
branches o/800rS and J kiENZtES and 
othBr t&admg r&fa^f&rs 

Trade Enquiries welcome 
Telephor^e 0533 314345 




Also a¥aitat>t0 direcf ^f£7.95 f Postage and 

packing fre^} trom- 

DORCAS SOFTWARE , 3 THE OASIS, 
GLENFIELD, LEICESTER LE3 8QS 
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ABF 



MAIL ORDER 



AGF Joystick Interface II 
for Spectrum or ZXSI 



nam Uto AGF llMrt^v U m wm* bPttV^ ^^Iml &«» M 

aGF cvi<«*i o' amor idv iEMiiraH«J - Ihfi rwLil^vi n 
mvtmatMAm m IPm| np« km priCfc 

t^# wfu lifM L4 Ami PmM, h4AiM, ipweh Lbiib «^ 
*i4 94 fiomi 111* 4wv iw*te*ijnm p ui c i c Ap it ^did ipatfafniMi- 



Wivft^ vcu iw0 liM ijp p M fl ^ Ifi i fflMt ilifiii 
I Intirltct-, 






prttvgf our 



Oan'l Hllli tef lis 



*Cif 



Joysticks 



Th« ^iteim it v«vrfc Titi HiAdMil ^«li^«4 m osrilini i*i* 
mkw ammttw9 ^m^m wi^ i ^ tm^m i m i tap t0m% btciiw i^ 



Qti<||tti4A m ■ 



pilTy-r tivi d1 cord "toniiifHilVt jn p^h M4yvtr|i ilHiQ 
*iBcl;«3n pi hOma JfiHrtl- 

m^vtA m M*li PI ttw ii» Fir^fufl mttmm^Mbntm^mmiot^fmtm 

CTM, it i4eAt#d Pf( ihi bita rjM- iitw lirijiw m wt* 

Card MfUA Hri urmtfuiiaA n ■ dw tiM^!i] Cld«kSiwvt i iiiHnJip 




QuickShot n 



QukkShot 




^^.A' discount off our Pfogrommable 



Interfoce -valid 1 year on orders over £18 




free m/c orxxde gome 



SO/s 




9 • # 



post free both ways 



Speatrurn only 



MH Mn^.MiSS 



AMfttS» 



^ettCLCfii ftCNE0U£/PO5TAu0fl0iWfAVABLt TdA&F HABO**WEFQHC 



«W&iN0 5T*Wf NEt&rttrfd AGF wAHQWAHt. OfPf Q, 



MCWtfT »OCNOH R^fji^ WEiSt ^£SEX. K^ ItR 



arr 



€m 



HffLM 



AGf JQvmClCJWTtHFACt || 



OtliQCSttQfT jQ^rSTlCK 



^iClUHSr? H JOVSTlCK 



OMOIMT VOl^eNCit 1^ IMEXII txCtEAS tli 



rvni 



ZXfffCTIIVll O 



ft«atii l]«i 



iTlWWliCi 



»-« 



>« 



I IIUJ 

FihAi TOTAL 



TOTAL 
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SOFTWARE 

The battle could be yours . . 
^ . . . . . but It won't be easy! 



^S/er^^t/^*^ 



iO/^TXi* 



-«\ 





TTii! If ZIOGYV sfMwn above, in hH ejcploratory capsuUl 
and t% a true repreient^tlcifi of the on-wreer* gr jipttlci. 



THEPYHAMID 

THE PYIWM ID IS an arcade s^ game whicfi h^ a wry advrTturcxjs 

The Pyramtd contains 120 tnamt^efs on IS leveK In ordcf to gsft from 
one chamber to anoihef you rmm. ftght off the incJigenous ali^r^ to 
ccrtl^it ^ energised crystal w*ikh will neutralizie the force field guarding 
tfietwoexiB 

The PyraniikI is inhabited by a total erf 60 weird and exoitt alim types, 
all of which are beaytrfully animated tou wJil meet a whole vansty of 
demons, dfoids. insects and rr^Dnsters, with a sprinkling of the woft 
I the extra term^tnal tweei^f^, ga ractic strawberry, cosmic CEaw. 

Rj^ .^. n dye, plus a w^ioJe ho&t of entjaes that defy ratio*'^ descriptfon. 
Ibu'li no douDi invent yotif own mcknames 

You proceed to explore tine pyramid from top to toctom wim the 
diffK:uiry generally increastng witli ihe depth of leyei tSependmg on tf>e 
choice of exit from each chancer you are fjs^ely lo riave a ditfefent game 
ewry brrte you play 

Apart from the challenge of iryir^g lo achieve the Jughesi score 
poM3it the pyramid coniaira a numtjef puzzle to solve ITie more 
chambers you successfully vm the more iriofmsmrt i^ gatheri^ to 
enable you to discover the secret ngmbef^ of the pyrarrHd The puzzle 
vran t take ytxj dajs to solve, it wiJI probably E*e you a few montlu 



DOOMSCMfT CASTLE 

DOOMSD/tf CASHE consists at a labyrvyih of 74 compiex*y inter - 
conr>ected Halls arxJ Passages where you wtll meet a whole heat of 
adver^arm serving the infinitely evil Scartha;*. the Garthrogs, the 
Orphacs, the phenomenaJJy nasty Googiy Bird and the Urks wh^h 
manrfest theimelvw in over fitly unbefievaWy vueird and wonclerful 
guises. 

Scarthajt has scourfd the Unwrse to bring together o^m anbem 
stores 0* lifeforce United in Dooroday Castle they are being used to 
wiefeJ an irresistable power over the cosinos, ernanatirig waves o* 
coffuptiofi through every galaxy 

To save the Unrvtr^, you musi batOe your way through the Cr " 
to find BfiC coilecc the sfx stones arid use ther fcxce against Scarth 
destroy Doomsday Castle, hopefully escaping ytjufself befoce the fli 
cataciysmrc exptosjoro 

The task is not e^sy (saving the Universe ntsxr iil| and it wi« t^e 
you many games to unfoJd the siruciurF of DtooinBday Castle and « 
discover tfie focatiCMS o* the ancient stooes. 

The addictive arcade Style action Will k«p you cofTiing b« 
txjt tiie overaf f challenge should stiff heep you occupied for mom 



FANTASY SOFTMMRE ts avullable from W.H.SMITIHS. JOHN MENZIES. BOOTS. LASKYS. GREENS 
RUWBELOWS, SPECTRUM GROUP, COMPUTERS FOR ALL and all other gocKf software retallen, 

The pyramid at £S .50 Mnd Doi>miday Caftle at £6.50 from 

mNV^ SOFTWARE. FALCONBERG LODGE, 27A ST GEORGES ROAD, CHELTENHAM. GLOS GL50 3DT 
tSespatcTied by return first dass pest together wtth free membership aixi current riewsletter of the Fantasy Micro Club. 

Trade Enquines welcome ^ telepJiorie 0242-583661. 



Joystick and 
Interface 

fof Sir>clAir Sp>«ccrum ■^Ittt i?ies« 
frdture<3 to gJ v€ you endless houri 
of enjoym^ni. 

t. Super pctftlw response fire 

iHJltOft. 

J. Fkm siKtIon cups fo# statHe 

one H^ndl operation . 
I. Snug fit hjinci moulded q*^p* 

4. Additional fire button. 

5. Exirji long 4 rt lead. 

The interface supplied with the 
Quick Shot (fppj ha I a iwojoy&ilcki 
facility, -^ 

The Hrst port li mutates 6 789 £ O 
k^f. The lecortcf port simuMm (n 
fjf) cominand. Jt wi^l* run any 
lofivv'are. 

1. Using keys fr, 7, 6. 9 and O. 

2. Hawing redirjn«ble key 
funcrton, 

}. Using *n |3T| I.e. Kempston. 
4. Any ioUwurv you wrl1« 
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Th« LIGHT PEN ensbres yotj to 
pfodoce high resolution 
drawl rvgs on your own TV 
screen simply by plugging into 
the ear socket of your 
Spectrum. The controlllr^ 
software supplied with the 
light pen has 16 pre-defined 
Instructions. You can change 
cofour (Border. Paper, Ink). 

and insert text onto the screen 
at any chosen place, you can 
also draw freehand. There Is a 
feature to retain the screens 
and animate. On the 4SK 
Spec t rum you can retain 5 
screens. You can also use the 
machine code on its own in 
your own programs, for 
sefecitng out of a menu etc. 
The LIGHT PEN is supplied 
with a control Interface, to 
a<JKist the sennit jvity /'pen 
alignment. 




Keyboard for 

use wfth a Spectrum 
or ZX8I 

Our cased keylx^rd has S2 
k^^ 1 2 of wNch ftjrm a 
numeric pad. The 1 2 keys 
comprise 1-9 numeric p#ut ful\ 
^top and ^riiri key^. a» In red. W 
distinguish rrom the mafn 
kcybo;ird keys which are in 
p^> the keys contrast with 
fPie titack case to form a very 
attractive unit. TItp case has 
been desigrwl lo take a ZX81 
Of Spectrum computer. 16K. 
UK or 64K can also be fitted 
to ihe motherboard insJde 
tfie case (81 model only). 
The case is also large ^ 

erwugh for other add-ons 
like the power sijpply to 
1% fitted, giving a very 
smart self-contained 
unft wit h which other 
«*d-oni e.g. printer 
ets;. can scllf be used. . 

Ou/ ZX Pfofesslonar J 

l»yboard offers more / 
k(yi and features than / / 
any other model kn i%s/ 
price range maktng / / 

kt the belt value / / 

keytMsard / ^ 

aviillaWe. / 









Spectra- 
Sound 




^m^tw- 




The IO-Cflll#d i^*ker in yuur 
Spectrum ii t^itUy on m buiier . 

wnh the OK traces Specira 

dmplirieff sound through the 
ipeafaer on ymir TV %^t, SPECTBA 
SCXJND H a very simple but 
highiy effective Add-on. This 
means that you no longer have a 
Mint beep but a highly ampHfied 

1 sound, "kvh^ch can be adjuited 
wJth the TV volume control. 
The SPECTRA SOUND fits 
compactly an^ neatly Inside th 
Specti'uifi cate and ii connectri 
by three srna^l uMoaut clips. 



£9.95 



■ ^.-.Hsefidfiie (ia^t 

Please lend me ^i 

- ise acid on 1 1 25 f dr post and pisc^irig. 

-;. :xkHe d^equeff^ payable IS DK Trowi loiai C 
or detMt n^ Acfesi^BHClaycard No 




t 



DH Tp ftw i ci Ud^ UrM ^ Bilrir Hill IndmtJl^l ift#f v. 
Saffron WdldH>. flwB CPI f lAQ 



SfgnatuTP 

Name 

A«feii 

^Fid f&: DK Tranic:* Lid.. Untt & Sttire Hiit knd E&t Saffron 



mj^pMki 



Trashman 



Producer: N#w 
Generatiofi 
Memory required: 48K 
Retail price: £5.95 
Language: machine code 
Author: MalDolm Evans 

Looking fof really original ideas 
in computer games is alrTK>s1 
becoming an art m its Own 
nght. N«w Generation seem 
to have come up wrth another 
in Tf&shman. Even the cover 
deskgn is dilferef^l from any- 
ttiing seen before, with its dirty. 
owr-cfowde<J dustbin. 

As a hero, this is likely to be 
the lowliest character you will 
ever p^ay - a d^jstman. Players | 
(there IS a one- or Iwo-player 
option) enter thetr names at Iha 
siad and become the Trash- 
man. Ttie object of the game is 
to walk up and down a street, 
entering (he houses gardens. 
AMect a dustbirr, take it out to 
the dusicart, empty ii and 
replace the bin Irom exactly 
where it came. You must 
empty five bins in ihe f »rst road, 
Mofitague Road, and do Ihis 
against a falling Bonus score. 
Vmen the t>onus reaches zero 
B message comes up to tell 
you that complaints have t?een 
received about your slowness. 
After the third such ticking off, 
you are fired! 

The screen display is a bird's 
eye view, locliing down on a 
rather well 10-CiO suburban 
estate, with the road down the 
centre, complete with parked 
cars and the dustcart creeping 
up the left side. The road ls 
busy with traffic in both direc- 
tions Problems encountered 
include gettang kitled by a car. 
walking on the grass m the 
gardens tyour bonus score 
drops more rapkJIy), dogs 
which attack you Ofi late< 
soreer^ ar^ wayward kids rid- 
ing tfieir bikes on the pave- 
ment. H you meet a dog or bike 
you start to limp. The overhead 
perspective view is an 
isometric one, showing houses 
on either side, the gardens. 
hedges, even the shadows of 
the houses on this bright, 
sunny day. On later screens 
thefe are also cafes and pubs; 
entenng them increases your 
points, out over-eating or drink- 
ing too much will cause trou- 
ble. Bonus pcMHts can be 
added to your tailing total in 
another way. Sometimes, after 
you twe returned an emptied 
mn, the householder will come 
to the door and offer a ftp for 
services rendered. Tt>e con- 






Honto^xie Roacf 



BOilUS 
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tent of these services is dis- 
played at the base of the 
screen and replaced with a 
comrT>ent when you leave the 
house Jusi give ma ZXB1, 
and ill contfoJ the world." is a 
favourite example. 

Progressing to the next level 
(Pulleney Road) requires you 
to collect six bins. As the 
trashman 5 progress takes 
some tiFt>e (he s sbwer whan 
carrying a lull bjn] he often has 
to chase after the dustcart, 
which moves up the road a 
shon distance every few sec- 
onds. As the playing area is 
much larger than the display, 
and the 3D graphics are quite 
complicated, the screen 
doesn t scroll up or down but 
cuts from scene to scene. 

CRITICISM 

The first thing to Strike you 
about Trsthman is the graphic 
quaJity, which is superb Th& 
colours are all bright and sofid, 
t>ul a Jol of use has been made 
of NORMAL and BRIGHT to 
create the effect of shadows 
crossing paths and grass. The 
perspective view is also very 
realistic and reminiscent cl 
New GeneratkMis Escape. It 
lakes a moment's practice to 
line Trashman up with a gate, 
but once you gel the hang of 
it's no problem. You must be 
careful when replacing empty 
bins, since walking to the cor- 
rect spot will resutt in the bin 
being deposited If you happen 
to hve overstepped the mark, 
when you turn to lave, you pick 
the damned thing up again. 
Emptying a bin into the dust- 
cart is easy enough, just walk 
up behind It and the emptying 
occurs automatically. Tfre 
graphics, then, are wor>derrul, 
the sense 0l humour is also 
I very good, and the game is 



hugely playable. The only thir^g 
( want to know is, what realty 
goes on inside the house when 
Trashman does a favour?' 

The cars on the road am 
ejfceWenf, not only are they 
dBtaited but they mo^e Ire- 
m0f}<tousty $moo^ty, af differ- 
ent speeds, in d/ffierenf direc- 
tions, and at random inmrvals. 
The entire piaying area is 
drawn very mcBty Amusrng 
cammBnts are put orr the 
screen rf you haven t rrodden 
on the grass and tharehre 
been able to collect your t^p t 
fike the smail touches like the 
cycHsts riding on the paths 
and the dogs which chew your 
fegs, leaving you Hmping 
Trashman is an immenseiy 
playable game that is very 
addictive at first, but t Oiink that 
quality mtght wear off after a 
while Nevertheless, rf's the 
best game that New Genera- 
tion have produced yBt. ' 

This fs qurte a d^erenf sort 
of perspective for MaJcom 
Evans, and it works really well. 
Great use of grey has been 
made in the coburs. not very 
common in Spectrum games. 
All the detail, txjlh rnthe graph- 
ics, the way I hey more and the 
game conter^l itself, (s very 
good. I foiind it playable ar^d 
fun. Oddly, it isn t a very last 
game m the playing, but you 
soon realise that you must 
move wlih accuracy or you 
won't complete before the 
bonus score reaches ^ero- 
Marvel bus value for money. I 
would say. I don1 know how 
addictive it wiJE be in the br>g 
term, but I shall carry on play- 
ing to find out.' 

COMMENTS 

Control keys: cursors 
Joystick: Kempstoa ZX 2, 
Pfotek,AGF 



Keyboard play: responsive. 

tHjt more fun with |0^itck 

y»e of colour: very good 

Graphics: great 

Sound! 'air 

Skill levels: progressive 

difficulty by screen 

Lives: 3 unless hit by a car! 

Features: i or 2 -player 

games 

General rating: fun. unusual, 

high-quaJity game and very 

piayabte, 



Use of computer dO% 

Grapfilos 85% 

PlayaDllity 87% 

Getting started 86% 

Addictive qualities 76% 

Value for money 35% 

Overall ta% 
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Di-Lithium 
Lift 



Producer: Hewson 

CcnsultarYts 

Memory required: 16K 

Retail price: £5 J5 

Language: machine code 

and BAS(C 

Author: Simon Cobb 

With an obsession verging 
aJmoPt en the pathological (not 
lo say paranoid), rtewson 
Coniultanti are again urging 
us to our tappers \o cxsnfront 
the menace of ihe egregious 
Seiddab Havirrg beaten us 
down m 3D Space War^, 
invaded our planet in30 Seid- 
cfed Mi^ck, IheyVe now gone 
arxJ stolen our Oi Lithium 
cryslali (and life $ hell without 
a Di' Lithium crystal or (wo). 
These vital crystals have been 
placed in a vautt guarded by 
four droids amned with Iasef3< 
You must break into the vault 
and scramble lo get ihe cryst- 
als as the seconds tick by» So 
much for the scenand, how 
aboul the game '^ 



otjviously make you work har- 
der. Colleciing is dor>e quite 
simply by mowing owei- the 
crystals, the droids move fast, 
and i1 ^s essentia) that you 
should not stay on a hne for too 
long- At the corners, and in the 
most dar>gerous places there- 
fbfe. are rod crystals It these 
are collected then the time limit 
IS increased lor the screen. 
The time indicator is situated at 
the t>ottom of the vaulT 

The prc^ram will crasti if 
CAPS and BREAK are pres- 
sed a1 the same time., 

CRfnCISM 

' Di-Uth!um Uft IS another ver- 
sion of Trans ve/^ion, which 
was produced by Ocean. 
Comparisons are Iheretofe 
inevitable OhUthium Uft 
seems lo me to be much faster. 
which is not necessarily a good 
thing, as Transv&fsk>ns pace 
was deceptive, and anyway 
alJowed you to get further into 
the game. On each of your 
lives in TrBrtSvBrSiOn, you 
restarted collecting at the point 
you died - anott^r factw which 
allowed you to get qurte a way 
in quickly. In Di-Uthfum Un 
each fife starts oul afresh with 




dMrnwr^trnJUn/tB^motmOt-imk^ r 



irt 



The ' vault" is a 20 k 30 grid of 
small squares, charader- 
sized, in fact iVie four droids 
an tank-shaped objects which 
are situated on each of the four 
i^es, fihng inwards along the 
squares, so there's one on top. 
one on the bottom and one on 
eitt^^ side Each moves and 
fires independently, homing m 
on Ihe line of squares occupied 
by your man. 

the crystals are arranged in 
venous paiierns on the 
squares, the patterns change 
with 0ach screen, and those 
wntaming diagonal patterns 



can't get at them wiUrout get- 
ting shoL W s a v^ry fa^t game, 
but thaVs as far as it goes. The 
game spB&ds up and shws 
down according mihB pich of 
the 8EEP. t tftougfft this was 
an impossfblB gamB to play. U 
fooks very Ake Ocean s Trans- 
v&Fsiioa but that was much 
moreplayabh.' 

tf you like a very fasL very 
simple game, ihen you may 
like Di'Uttrium Utt. I say "may" 
because in my cpnion the 
programmer has made the 
game too hard, slacking up the 
odds jusi that bit too much to 
make it very playable There 
are seven screens, bui after 
so me hours of playing 1 haven ! 
managed to gel lieyond screen 
3. After a bit. this becomes 
frustrating in the t^d sense of 
the word rather than the good 
arcade sense Nevertheless, 
there are probably players who 
wril find this garne a challenge 
wortt taking just because ft is a 
lough one.' 



alt the crystals back again. This 
makes ii more frustratirKi And. 
I must say. that on the whole I 
lound Trans versrions colour 
scheme a bit easier for playing. 
On the good side. DiUthtum's 
graphics are very fast and 
srTKXJth and there is an option 
(Of user-definable keys, which 
m essential with such a fast 
game/ 

your task is to coltBct atl the 
Cryst&tS on the grid This is not 
at all &a$Y becausB its a race 
against time, To help thBre are 
£he timB crystals placed in the 
comers of the screen, but vou 



COMMENTS 

Control keys: user-definable 

Joystick: most types via UDK 

Keyboard play; responsive 

Use of colour: average 

Graphics: small block 

characters, but very fast 

Sound: good 

Skill ttvtis: 1 

Lives: 3 

Screensr 7 with increasirig 

ditlicuity 

General rating: fast and 

tough, perhaps too hard to be 

really addictive 



Use of connputer 69% 

Graphics 61% 

Playability 57% 

Getting started 62% 

Addictive qualities 59% 

Vi I u e f o rmo ney 53% 

Overall 61% 



Olympimania 

Producer: Automata 
Mernory required 4 BK 

I Retail price E6.00 

I Language: machine code 
Author: Andrew Stagg 

Automata , never laggards tor a 
bil of topicaJity. have taken ihe 
noble sporting event known lo 
the sane world as the Olymp- 
ics, and turned it into a travesty 
of funning, lumpjng and 
swimming The Piman. havlr>9 
recovered from his drunken 
binge in Pi-Eyed and the 
bouncing batls of Pi- Balled, 
has taken himself jn hand and 
ES going for gold^ 
Oiympimmia oflers the 
i average armchair pmaniac 
I not three, not four, but an 
astonishing FIVE events in 
which 10 compete. The Pijurnp, 



Alpiskjtng, Steeptchase, the 
Pilathaton and, lof a soggy fin- 
ish in the Olymp^ pool, the But* 
tefpi. 

the game takes the fdmi of 
a platlorm game (of sorts) . In 
all but the iasA event, each 
screen c^italns lour layers. 
Along each the Piman. 
suitabiy attired for Ihe particu- 
lar event, mu$i travef^ jumping 
over obstades. avo^dirrg ttia 
faster competitiors by jumping 
and letting Ihem pass under^ 
nealh, and thus finish thie 
screen. A following screen 
Offers more hazards Should 
the Piman achteve a high 
score (per frame) and get a 
bronze, sih^er or gold medal p 
he may mount the winners' ros- 
trum. Between each event, 
there is a screen set in a 
crowded aucfetoriym with Ifie 
rostrums in the centre Medal 
winners gel to take their 
places, tailed Pimen dash over 
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On your rriifto, ftt Hi Go - tAd ei# OfymfMunitc i ara off. 



the rostrum to collapse in a fil 
Of tears and ground thumping 
on the other side, while the 
crowd tjehind applaud. 

ThG game is oompatibte with 
the Currah MicrMpeech unit 
which offers amplified sound 
and an intoning votce 5ayiF>g, 
On your marks get set. GOf It 
also announces the F^me of 
each ©vent m which the Pi man 
Its about lo take part. The 
Pj|ump involves jumping over 
hurdles while avoiding another 
jumper and an o verifying bird, 
tn si(('«ng there are fir trees and 
the same other mad com- 
petitor. Steep^hasing sees 
him mounted on a prancang 
tiorse with fences lo jump and 
anclher rkJef in Pitathlon he 
has to leap vwight lifters and 
Ihdn compete against other 
awimmers in it^ BtJtterpl, 
Unfortunately the Pimans 
swimming lane is monster 
infested, but he may dive 
under them once per length. 
H s all quit© silly and chamntng. 

CRITICISM 

'First and fofemost, Ofym- 
pimania is quite ha^d. but, 
most of ali, it is tun A 
ttiorougiily enjoyable piece of 
silliness that actually works as 
a good game. Timing is tricky, 
especially wtien you complete 
a level and drop down to the 
next to trnd the maniac other 
ccmpetitN^ir knocking you off 
your feet. Needless to say 
mere ^s also a free hit single to 
enjoy while playing, as it says, 
a ct>oral extra vaganza The 

which starts off with Manin 
Luther King's I have a dream" 
speech DreadiuEr 

AnothBf crazy game from 
AutomBta th&t has no real pur- 
pasB io ate! The game /s qutte 
enjoyabta at fir^i but then 
sheer trusuation takes over in 
Che struggle to get goM in 
eachr The graphics are very 
\ Oetwlad, Bfm}OthandtBBt -but 



4Star 



there ate some odd-tookir^g 
birds f Skit) mkes e back seat to 
fuck in this game - but then 
that's what the Otymptcs me 
like reaity! it's great fun A> f^, 
but t dm t realty krrow whether 
fts to be recom^mena^a ^ a 
ser^iis game Stili ft you know 
Automata youtf probabfy be 
pmpafad to take tfie nsk, 

Each event is nicely done, 
and I peJliojIarly like the be- 
tween ewfrt screen wJth is ani- 
mated crowd, and touches 
like the advertising hoardings 
afoynd the side proctaiming 
Kempston arKJ Currah. The 
Piiand IntemationBl Mthem is 
awful and, as usuaf. in simply 
eKCfuciating taste - it'll proth 
ably make number one. Good 
value on the fun level, riol 
realfv an arcade addict's long- 
term game. 

COMMENTS 

Controls keys: speed up. $ 
slow down. 6 jump or dive 
Joystick: K^mpston 
Keyboard play! simple and 
responsive 
Use of colour: good 
Graphics: very ^DOdi smooth 
and rast 
Sound: fair 

Skill levels: three difficulties 
by screen on each vent 
Uvea: calculated as the three 
difficulty levels, le Bronze. 
Silver and Gold 
Fetttum: Currah 
MtcraepMCh compatible 
General rating: zany. siNy, 
almol certainly worth it if 
you re a Pimamac, generally 
qurte hard, not madly 
addictive. 

Use of computer 69% 

Graphics 72% 

Playabltily 68% 

Getting started 70% 

Addictive qualities 59% 

Va I u e f o rm o ney 55% 



Producer: J.K. Greye 
Memory required: 16K 
Retail price: E6.95 
Language: BASIC and 
machine code 

4Star IS a games compendium 
leatufing/ni^astorj. Kamikaze, 
Mkmfmld and UFO. The four 
games are each loaded sepa- 
rately one after the other as 
you choose to play them. 

tnvask>n is of course what it 
says, complete with eroding 
shelters Kamikaze is a mini- 
Scramble with open land- 
scape and corridors, Minetietd 
has you drivino a car around a 
tree-filled field laying mines. 



^coRC 0(00 lee 




Frustrating ( 

Four rath \j . ^jmeshere, 
nothing yery stanfmg The 
tn VE der is possibly the fastest I 
has/& e\/er seen. Aif ifte games 
have sn^tali, v&ry simple graph- 
ics find they are afl very dated 
Even though there am tour tor 
the price of one, they still rep- 
resent very poor vaiue. t would 
tusfprefer a good gamB. 

The Invaders game is not 
very addictive and it is hard to 
control Kamikaze has t»etter 



MiOH 000oe. 
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Syp«rfiit InvAdlws In 4 Star 



Overall 



66% 



You mtist cover as much of the 
Field as possit3ie wuhoijl hitting 
a tree. UFO is a shieldless 
space craft which you must fly 
down the screen through a 
host of asteroids Obviouslv, 
as you get Jower down (he 
screen, it gets harder to antici- 
pate where the asteroids w^ll 
appear. Ail four games wete 
copyrighted in 1982 

CRITICISM 

tnvaston is a very fast version 
of you know what Although it 
has al! the features the graph- 
k^ are not smooth and the 
invaders shower bombs at an 
unreaJistic rate. The program 
also crashes if you let the 
invaders reach the ground, 
and you are then unable to play 
a second game. Kan^ikaze is a 
poor Scramble game with 
small character block graph- 
ics. Mirj^ffeld IS frusiraifcon at 
its best - or worst f UFO is a 
scrolling ZXai -style game, i 
think this packaoe should have 
been called im Foijr Meet 



graphics as far as ooteurs go, 
but everything is very small, 90 
jfs hard lo be even vaguely 
accurate. Mmfm^d is a bit 
pathetic and personally I think 
UFO is stupid All in all a waste 
of time and rnoney. 

COMMENTS 

Control keys: variable 
depending on game 
Joystick: cursor key sticks in 
some games 
Kiyboord play: not vsfy 
rMponsive 
ttoe of colour: poor 
Graph Ici: very small fair 
Sound: atX9ve average 
General rating: generally a 
waste of moniey 

Use of com puter 32% 

Graphics 38% 

Playability 15% 

Getting started 47% 

Addictive qualities 5% 

Va I ue for money t S% 

Overall 25% 



116 



CRASH May 1984 



The Quest for 
the Holy Grail 

Producer: Dream Software 
Memory requir&d 48 K 
Retail price: £5.95 
Language: machine code 
Author: Chris Newcombe 



This daims to be the world s 
lynnyised' graphics adven- 
tyre It is ^nspired' by the film 
Monry Python artd the Holy 



can GonterTiptate your folty as 
he batters yoiJ to death with a 
worn-looking Vic 20 Finding 
Ihe Grail is a pfoblem. getting 
back to Camelot is arvother. 
and gettirw in is yel another 
Watch out for ihe rrench guard 
with his distasteful habits - 
remember, handkerchiefs had 
noi been m vented in 932 AD. 

The scene is set at the start, 
where you find yourself in a 
blacksmith's forge populated 
by a nuclear powered (amp. a 
CND pK:ket and a yel low green 
key The CND picket. are sing- 
ing. We Shall Not Be hSoved, 
what next 




Hpi^r mind cHnfting fof**t, wtftcfi out lor f yafr^f wttH Ihf Ir W^ f&Dtlgr^ 



Grail and its cover includes a 
salacious white rabbit sarv 
guindy licking its bloody 
chops. For those who have 
seefi the movie, the relerence 
will nrot only t>e obvious, but 
bfing cNlls of fear you may 
have thought you had tieen 
able to forget! 

Packed in a sturdy card- 
board box. the cassette comes 
cxxnplete With a small amusing 
booklet which p(ace&you firmly 
in the con'ect period, that is 932 
AD (after dinner), not 932 BC 
(before computers). You are 
Sir Tappin the Basic, a knight 
of Arthur's round table, and as 
or>e ot his elite barrd you are 
aboul to embark on the Guest 
(or the Holy Grail Things arenl 

S>ing to be too easy, howevef . 
ne problem is thai the 
peasantry of Mercia are not 
exactly conv^nced Arthur is 
their true and rightful king as 
they don t readily believe in the 
Jarcical aquatic ceremorty as 
they have come to call it, when 
Arthur attempted to discard 
Excalibur Then there s a 
peasant called Eugene 
(imagine this a software iriidus- 
tr^ in joke coming) who doesn't 
like Arthur at all and therefore 
not his knights. Bumping into 
Eiigene at the wrorig tjrr>e can 
remM m death for having tram- 
pled on an I nagime advert . V ou 



CflmcisM 

1t IS claimed to be the first 
funnyrsed graphics adventure. 
Tm not sure about first, but it 
certainly ts lunny. and it does 
have graphics that are very 
good. True to the Monty 
python styte ot historical accu- 
racy, there are lots of details 
which help to recreate the 
period flavour iike street light^ 
irig. motorways and nuctear 
disantiament Dymg m the lirst 
lew minutes may take the forni 
ot being battered by a compu- 
ter, walking into a cesspit 
(authentic) or being snotted on 
by a guard (nasty). 

The adv&mure itsefl js quiw 
BimptB in conc&pt but does 
require (he correcf smjumce 
of evBnts to happen betore it 
can be futfy exptored ft is atso 
/rvenerf up by the huirfour af^d 
fh0 graphics, some of the best 
i Ve seen t^c^ntfy Not gy/f e up 
to Hobbit daSB. but very good 

Keep clear of the rabbit < 
Those teeth are sharp. The 
Quest for tfre Hofy Graif is 
novel because of the humour 
and historical anarchy, 
although I thought more 
humour could hve tieen wrung 
from the location descriptions 
than has been. Response time 
is medium last and it s useful 
to turn off the graphics. This 



doesn t actually spe^ up the 
response, but with the graph- 
ics on location descriptior\s 
appar first a/id a key press 
brings up more details, when 
they re off, the who^e lot scrolls 
up at one time My overall 
reactioTi is that, as btx adven- 
ture it's above average, but in 
tnjth the insert booklet is tun- 
nier than the program." 

COMMENTS 

Response: medium fast 

Graphics: genef alty 

reasontfrie. SiOme quite 

detailad 

Qeneml rvting: unusual, 

amusing and good value for 

money. 

U se of com p uter 69% 

Graphics 67% 

Playability 78% 

Getting started 77% 

Addictive qualities 72% 

Value for money 76% 

Overall 73% 



Encounter 

Producer. Severn 
Software 

Memory required: 48K 
Retail price: £S.95 
Language. BASIC 

Bncountm is a dasstc^ style 
adventure with text only Your 
task IS to find a young girl kid- 
napped by thugs, and as the 
short instructions suggestn 
everything you need is here, 
bul yoii may have to manufac- 
tufe some items. On top of 
that, it migtil help if the inves- 
tigator has some kfK^wledge of 
chemistry (due). 

Most commands are of the 
verb followed by noun fomi 
Ominously, you are warned 
that once the alarm goes off 
you have only 20 minutes 
before you are caughi. As 
there ajfe an overall 5O0 moves 
to complete your mtssjon ol 
mercy, a map woutd obviously 
help- The game starts out from 
a deserted market square. 

CRITICISM 

'Quick response times on 
this adventure ensure a rapid 
exptoraiion of tt^e focations I 
; found myself whirling down 
alleys into forests, past aban- 
doned carSp into gan^ens^ into 
a murti- roomed mans ton - 
where I suppose the kidnap- 
ped girl was hidden - and all 



without much sense of pur- 
pose. This despite the many 
items tittered along the way, 
ranging from knives, ladders 
and assorted coloured dusts 
and powders which (hint, hint) 
were rx> doubt nrieant to be 
mixed into sorrve inlerr^l 
expbsive device or other to 
effect an heroic rescue! But 
unfortunately the whde place 
seemed so bereft of lite - apart 
from a ctangerously growling 
dog - that I lost interest rather 
quickly/ 

This fooked bke ft $hould be 
a good &dvBnture. but some* 
how the tOCBtiOn dBBcnptions 

are so bare, and in so many at! 
you are told is ih&t you cen see 
nothing of mterest; fftaf m the 
end i thought it left like a /artd- 
scape m search at a scfipt ' 

You start in a deserted mar- 
ket square and start exploring. 
There are k>ts of unusual 
things such as coloured pow- 
ders, hose pipes and fishing 
nets. The powders must be lo 
make a bomts with. t)eeause it 
te easy to break mio ihe prog- 
ram and m the listing are sev- 
erai references to bombs and 
bangs. Then you meet up with 
a dog who eventually kMis you 
What I coufdn t figure out, was 
how to kill the dog^ I typed in 
"kiil dogf^ and the computer 
replied. Good idea,' bul I 
never killed him" 

Kiiffng the dog js a good 
idea, says the aomputef, but 
nobbling the programmer 
might ha^e been a berrer idea 
Its atx>ur lime software 
hou$0$ reahed we expect 
more from ad¥entures nowa- 
d^Y^ then we used to, just gtv- 
ing fast fespon$e times to 
input is not enough Behw 
averBQB, ' 

COMMENTS 

Response: reasof^ab^y fast 
despite BAStC 

Qri4>hlei: text onty, blue text 
on bright yellow background 
plus tally of moves made 
Qefieral rating: below 
avefage 

Use of computer 6$% 

Playability 40% 

Getting started 50% 

Addictive qualities 30% 

Value for nfioney 40% 

Overall 45% 
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Tower of Evil 



Producer: Creative 
Sparks 

Memory required: 48K 
Rerail pr^ce: E6.95 
Language: Machine code 

Author: J. K, Wilson 




Loate el nwinivm, torn si ruml^vi and bijcl(«tatu1 ol tosatlti - 



CrMtivi Spartcs is a new 
software company »n name ai 
leasi. in fact it's ready Thorn 
EMI with a ngw frorit They 
have r^teased two new game$ 
for the Spectrum this month 
Tower ol Evil is a very (ast 
arcade game fK>t unlike Atlc 
Atac in concept. It isrii as 
complex eiiher in the graphics 
or the scope . b y t it i sn t si m pi e 
You play the hero, Andros. 
who has been t>anished from 
ecu Pi until he recaptures the 
King s Measure from a wicked 




Necroinan-cer and hrs minions. 
The game IS played oul if^ the 
Tower of Evil, wtiich consists o< 
five tloors. each with nine 
rooms Thher« are nine treas- 
yres to be collected Each ftoor 
contams a treasure, a key and 
possibly a goblet containing 
one of two potions, one will 
gram temporary invincibility 
and the other increases the 
strength of you firepower. 

To get from one tevel to 
another, you must be in pos- 
session oi the key Red doors 
lead upwards, and blue ones 
go down. This (s lairiy impor- 
lant because there is a chest 
on the bottom floor, into whrch 
treasure myst be placed it it s 
to be kept safe Loss of life on a 
floor will mean key arKl treas- 
ure being lost, so tt's worth 
goir>g down lo the chest to 
store 11 ei^iecialty as you get 
points tof coHecting treasure 
rather than tor shooting the 
minions. 

Etetween each floor there 
are firepHs to cross. Andros 
must run along a floor, leap two 
pits, move up a level leap two 
nnore and repeat the process 
on a third before emerging on a 
new storey of the Tower Ai the 
same tinte the evil Guardian is 
hurling fireballs, across the 
pits. 

Each fkx>r has its own dan- 
gers. Beelzebubs on the first, 
whK:h twittef atXHil the place in 
hordes, trying lo hem you in: 
Valfors on the second which do 
the same bul stioot back; 



Xaphans on floor 3; Demi* 
Clones on the fourth, and flying 
Baphonets on the Mh. Andros 
is able to fire in the direction of 
movement. On each floor the 
rooms are connected by doors. 
which tend to be the most 
dangerous place to hover. 
Bince the nasties come ftyirig 
through at high speed, and 
straight into you. 



CRITICISM 

'The only drawbadc to this 
othenwise eKcelhani new game, 
IS the Sack of sound during play 
A pity since the medieval 
sounding tune played between 
games is lovely. Still, it's a 
small quibble, as TawBr at £vU 
IS ultra fast The speed of Ihe 



lair arnount of iuck. The aliens 
are not over Intetligent, but you 
stil'l have a good charge of get- 
ting killed, due to the fact thai 
there s so many of them. Find- 
ing Measure and the key can be 
a problem as the aliens lend lo 
pick them up, and they only 
come back when you re-enter 
(he room The graphics give 
the impression of betng veiy 
■'solid' . and when you get kil- 
led. I love the explosion arwl 
the way your riKifecules all 
refonn about the nudetB 
again. Cdouf is used well, but 
there is lero sound durirrg rfie 
game, A highly addK:iive. fast 
game/ 




M wflfm wl&pmv in tin Fowvof Eii^. 



graphics is quite amazing, you 
pan zip about the floors like a 
mad thing When a nasty hits 
you, you e^f^ode into little bits, 
and then youre put together 
again for the neid life Wrth 
each floor progressed through, 
life gets tougher to hang on to, 
especially as you face the fire 
pits again, and again, it siarrty 
simple in cor^cept, very fast 
and therefo/e, I think, pretty 
addiaivetoo.' 

Andros isnt ^Qry big^ toc/T 
he's quite dBtaited and jumps 
with tremendous guBto ot^ei^ 
ffie hre pits. ThBS& can gat 
}/ery difficutt when there am 
fimbatfs coming from Ootf? 
Sfd^ Unhke some of thB ear- 
tier Thom EMI games, this one 
has ^ary SBnsibfa keys, and it 
needs them to cope wjtfi tfie 
speed o/fhe game A nice fee- 
turn IS thai the layout of thB 
rooms and the start locations 
of tha iraasum, key ete, 
change from game to game. 
Sometimes, thera are avert 
butresses in a room which 
w&rarft there tha time Oetore " 

'Another original game has 
appeared On the market, which 
requires co-ordination and a 



COMMENTS 

Control key a; Q/A updown, 

0/P tefiright, bottom row 

Jump/fire 

Joyatick: Kempston ZX 2 

Keyboard play: highly 

responsive 

Use of colour: good 

Graphics: fast. snfKK)th, 

generally very good 

Sound: good tune, r>one 

durinq game 

Skill levels: progressive by 

(foor 

Uvet:5 

Sci^tem: 1 with nine rooms 

p^ screen 

Qeneral rating: Very good, 

fast and addictive. 



Ufte of connputer 
Graphics 

Playablllty 
Getting started 
AddictJvity 
Value for money 
Overall 



85% 
86% 
88% 
92% 
90% 
80% 
87% 
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Updtlv: 

iQcatioii: Oysoo Sphere so^ar syslsfn: 

Ca ordjnalos unknown Subjtclt: Crash 
survivors Irofn Sfarlinar Arcadia . 
Ohjectlvft Reiufn cfasti survivors lo Eartt^ 
Mf Utod Find and aclirv^t^ sH&ma^ spac# 
vessel Reitrll InvaJid melhfxi: h4o^»Ml 

CrtimsM lagers G^l lucky . 




rrnEi 

TERMINAL MAM 





SWITCH IN THE 
COMPRSSION CIRCUITS 

COMPUTER MFIW/ 
TH£ &-,RL'S UP&£T^^/ 

119 



SHE CAUSES HtR OWK SyF*5f RjNfr, 
*T wns NOT KfcECeS^HRV TD 
MELP TViE; Old /,^N. she Wfl5TEC> 
HEft P5l-POWEir& OH Him, 
IF (T W*TU#IBS HO^ 
EAAOTION5 
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STORY BY KELVIN GOSNELL* 



DRAWN BY OLIVER FREYc 
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'IHLNKVOU WILL 
RGpREtTHflTTvlflT 

AflR CROSS. 



>tFlhjlTELV^ 
^UT THERE W^)!^ 

\^OyLP WORK, THE 



STUFF Nfl&URP«.oeB&lUTV 

f*igtop=31h cross/ human 

CEKT, 'jO£ :3U5T P*?C3WEP ThE 
EXISTENCE OF KUMflM O^REiP. 
nHt> FOR WHPT irs WORTH 



[k. 






THERE'S R UlTTLi ' 

SiTOF HAiWBNlTV 
LEFT IN&IPE ObR 



Next: Ritual of Purification.. 
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Glug-Glug 



PfoducfK^C.R.L 
M^nnoryp required 48K 
Retail price: £5.95 
Language: mAchinfi code 
Author :Staptiflri Evans 



Undar-watSf games seem 
popu>lar I hemes lately. 
Perhaps computer games are 
echoing (he scientdic inl^fe^ts 
of the Tate 60$ and early 70s 
wihefe a disaffection with the 
fipaoe rac€ resutied in a 
development of whai was 
referred 1o as the Inn^r 
Space. ' Rather than go whoop- 
ing through the caJiverns of 
some far off planet in a laser- 
equipped ship, we re now div- 
ing under the oceans ol the 
computer game to colled val- 
uaJ^tas from the sea bed. 

In Gfyg-Gtug you are fined 
out wilh a hefty deep sea 
dfvef's suil which should be 
protection against all bui the 
biggest giant squds - on^ tt 
doesii t sa^m to bel The 
screen deptcts the sky as a tti in 
sliver a1 pale blue at the top, 
with your somewhat insubstan- 
tial looking boai flotirig above 
the Wack void. The diver is 
connected to the boat by his 
bfe-line amj may be lowered lo 
ihe sea bed. Left and right 
movemeni is eftecied by mov- 
ing the boat above, with thie 
diver haplessly following 

On the sea bed are several 
glinering golden objects per 
screen to be recovered by 
touching them and carrying 
ttiem up to the boat, where, by 
some scientific sleight of hand. 
lt>ey disappear into the boat, 
so ihai your diver may return 
tor the next object. He can only 
cany one at a time. 

The sea is filled with wild life: 
small yellow fish which later 
gana up into sboals which 
woykJ make Piranha lool^ 
lime, squids. jeHy tish. shartts 
and crabs Forlunalely the 
diver is equipped with a gun to 
shoot the m Jorif an y tou ch him 
he s dead The crabs are ttie 
worst in a way because they 
linger on the sea bed. betow 
ttie effective line ot fire The 
rrrore screens you progress 
through the more the lish pro- 
Hefste. until it begins to 
rtMmble a zoo aquarium. 
Floating mines attached to 
anchor ed tethers also make an 
appearance arK] effectively 
prevent you from taking advan- 
tage of the wrap-around 
screen to escape the fbtiy 
attentions Sharks also have 
the endearing habit of eating 
through your divers Irtetine, 
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With unenvjabie results* Scor- 
ing depends on how many fish 
you Shoot and how much 
treasure you recover. 

CRITICISM 

The Piranha sfioals act as 
though they had a heat- 
seeking abilJty. and head 
straight tor you. Graphics are 
smooth and detailed with some 
nice animation, ar>d there is a 
good use of cdour throughout. 
The game has an odd sort of 
addictive quatity - I like it. With 
each screen rt gets progres- 
sively more ditficull and with 32 
levels to get through d should 
take some time to master. My 
only criticism, on the negative 
Sid© is that the score line is loo 
crowded so it s difficult to see 
what's going on.' 

Glug-Glug is atmcst a 
marme equ^pmenf Of Ulti- 
mm&s Jet pac. and 4 does 
have graphics ot a very h^h 
Quatity Bspecmfty the exph- 
sk>ns, which am very simdar to 
those m Jet pac A good. 
raasonablY angmaf, game 
with pfontY ot /evais to play 
ihmugh 

With a tew yellow tiddlers 
behaving more iike goidFish 
than ' denziens of the deep/" 
but Giug-Gtag works itsetf up 

?uite fast into a difficult game, 
he graphics are entertaining 
and nicel^y detailed, which 
makes it en|oyabte to play. The 
controls are well placed and 
very responsive I would say 
that It shoukl appeal on mos( 
counts and prove medjum 
addictive.' 

COMMENTS 

Control keys: A. 2 up/down, 
/SYM SHIFT lea-right. 
SPACE -fire 
Joystick: Kempston and 
Proiek, AGF (cursor keys may 
also be used, if preferred, by 
selecting joystick mode on 
returnatrfe menui 
Keyboard play: very 
respoosfve 
UtiofcQlQyrigQQd 



Qriphtei: smooth and 

detailed, very good 

Sound: average 

SkttI levels: 32 progressively 

difficult 

Lives; S 

Sere#n»: 32 

FMturaB; sound on^otf 

setedion 

General rat Jngi well above 

average to very good, not 

necessarily very challenging 

but quJte addictive anyway. 

U se of CO m p u te r 70% 

Graphics 85% 

Playability &4% 

Getting started 74% 

Addictive qualities 74% 

Val ue for m one y 78% 

Overait 79% 



G-Force 



\ Producer: Euro-Byte 
! Memory required :48K 
JRotail price: £6.95 
LEr>guage: machine code 
Author: Boris Begins ki 

Euro-Byte games have bee« 
around for some iinne, but we 
I have never seen one 
reviewed Euro-Byle itsetf 
appea rs to heep a ve ry low pro- 
ttte as vralL There are two 



games reviewed in this issue. 
G-FofCB h^ret and f^ti. Pod. 
however, appeais lo ahve 
been sold to, or marketed 
through, Vleiona ur>der the 
new name of Rapedes , and a 
review of it can also be found m 
this issue. 

F-Fofce is a hard game to 
describe as rt fits in with no 
known categories and resem- 
bles no other game we have 
seen, it is a shoot em up - that 
at least, can be said. It is 
played on a grid made up of 1 
vertical columns. Your ship is 
at the base and may move left 
and right, Jinng ping-pong balls 
up any of the columns, at the 
alrens which drc^ down from 
the top There are sit types of 
alien, although you won't 
encounter all ai once until the 
higher skHI levels are reached, 
RTpperm. a red X- shape, are 
common and move randomly 
t>a€k and foflh as they 
desoend. Ttnksft. purple 
diamond shapes, move cfovm 
a column quite slowly, and W 
shot split into two Flippers. 
Spinners, looking like a mini 
molecular structure mode, are 
the most common and move 
down a column at various 
Speeds from slow to very fast 
Sptkftrs took like cotton reels 
on a thread, dangling from the 
top in a column. They stretch 
down, leaving spikes which kill 
at the end of a frame if you 
survive (the whole grid scrolls 
down and the spikes will stick 
you if you rematn fn a column 
under one). Pulsars run along 
the top ol the gr^d and drop 
deadly bombs, wh^te lastly, 
Fknrtiails move ail over the 
screen 

Extremely busy bonus 
screens between frames give 
deiatis of scores, level reached 
and aliens to t>e encountered 
before a countdown from 10 
starts. There are 32 levels to 
play through. 



An iHHMiSl gamt or py r« tpHd - 4-Fom. 
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cnmosM 

tS-ft)fC0 is. quite simply, the 
most original shoo( em up 
(prm for th© Spectrum I have 
SMfi. (II is similar to an afcad« 
gime with 3D perspective 

Kaphtes. although G- Force 
LS 2D graphics ) The graph- 
ics themselves are gcK^ but 
not really super smooth. Mir^l 
you. this type of shoot em up 
gama doesn't really need 
super smooth graphics to 
make it work I enjoyed it. and 
with 32 levels I think I will be 
playing and en)oying i1 for quite 
awhtlelDo.' 

'EmrVtirtg about this game 
is i/nfypjca/ of Anything. The 
grBphios Bit hok as though 
tfieyVe Aeen tiesignBd hy 
someone v^ho ts famifiaf wi^ 
the SpBCifum {obvfOuBtyi) md 
yet ^es ft&yer s&m a typical 
Spectrum game b^^f0. The 
resutt AS quite diftofBnt. The 
befween -screen b/eafrs hok 
mora hkB one of frtose tttta 
seQuoncBS from aji American 
TV ma^ia whara everyone's 
name Washes by so fast you 
oao't re^d them Thmresuttsin 
Bft^ieded breather which tsnt 
irritating by being too fong. 
The keys are wetf laid out and 
i^fy fmpon$i)i/& A v&ry busy 

?ama and veiy addicUm too. ' 
I'Force IS unique in many 
ways: firstly, if two-play tr 
mode is selected, ther; each 
playef may enter the game at 
whatever level they choose. 
aUoMring a good player to 
mateh a poorer one. With 32 
levels ot play the game will 
keep you busy lor a month or 
so. Even level Ofte is fairly dif * 
f*cun to play A fast actton 
shoot em up game with plenty 
going on atl at once/ great 
bonus screens, and a game 
tt\at cant be compared with 
anything else. I .can recom- 
mend It for those with Iigh1nir>g 
responses and very strong fin- 
gers!' 

COMMENTS 

Control key a: G. H left nght 
and F/J superf ast Jeflinght, 1 
gnd 00 - fire 
Joyslick: rrane 
Keyboard play: excellenl 
reSf}on5e&. simple 10 use 
UM ol colour: very good 
Gl^lhli^; very good, large, 
detailed and more well if 
suddenly 
Sound: good 
Skill levels /screens: 32 
Lives: 3 

Features: 1 or 2 player games 
wiEh inde^pendent level starts 
General rating: h^h unusual 
Shoot em up with very good 
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appeal and plenty ot 
addidrvity Recommended 


Use of computer 


68% 


Graphics 


75% 


Playabllfty 


85% 


Getting started 


66% 


Addictive qua titles 


88^o 


Value far money 


85°(> 


Overall 


79% 




Moon Buggy 

Producer: Vis tons 
Memory requfcred: 16K 
Retail price £6,95 
Language: machine code 
Author: Jon Dyte 

You are stranded (lor some 
obscure reason) or\ an alien 
planet where aliens attack 
from above and the sides, and 
the ground is full of holes, 
Lunar Jeiman had \o get out lo 
filE them tn, but lechnology has 
obviously advanced, and the 
makers of Moon Buggy have 
provided n w^th a son of pogo 
stick underneath which 
bounces ri 20 leei into itie air to 
dear the potholes. 

The guns fire straJighi ahead 
in the dM^eciion of travel as well 
as straight up Up above, 
crowds oT aliens jiogle and waft 
about, dropping oombs in a 
constant rain, while 1mm either 
side various weapons cruise 
|ust above the planet's surface 
in your direction. 

Should you gel hii by an 
alien or bomb, or fail into a 
hole, the buggy doesn't 
exptode, but does something 
rnore original - a wheel flies off 1 
Witti each screen cleared, 
more and varied alieris appear 
Also the position ol the ho^es in 
the ground atiers. 



CRITICISM 

A good game with a^^te 
good graphics, especially the 
bugciy arKl the aliens. The col- 
our IS very weJI used, with the 
ground changirjg colour on 
each sci'een One problem 
with the instructions - i1 says 
LOAD when it shoufd say 
LOAD CODE. Quite play- 
3b\e arid medium addictive/ 

7??e game has a good use 
ofcohur with smooth and very 
detailed graphics it cm 
become ymry frustrating when 
you are atmost on «he point of 
clearing a screen and some- 
thma goes wrorfg. It is an ojrjij* 
inaTidea. but in the end it ^ 
lackmg something in content. ' 

Pity aixxjf the inooiTect 
LOADing instructiions The 
game ts very playable, wiih 
sensiWe control keys which 
are responsive. The moori 
buggy is well drawn and the 
vane^ and animation of the 
aliens is very good. The flying 
aliens have a knack of staying 
near the edge of the screen 
where yOu are under more 
threat from the ground hug- 
gers. Moon Buggy also boasts 
one of the best hi -score 
facilities iVe ever seen How- 
ever, tt fails to be completely 
addictive and remains a good, 
ofigirml sort ol shoot em up.' 

COMMENTS 

Control keys: Q/PJump 
tefl.right, A to ENTER fire, 
alternate keys on the bottom 
row for left and right 



Wlioopil Th*r*$o*i and#Hr w lnit< MocmlHifBy 'son albfn rrom aM «kl«« 
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MI SCORC 



i-Xues 



ifoytttek: none 

Ke^oard priay: responsive 

Use of colour: very good 

Graphica: smooth and very 

detaiied,, good expbsions and 

plenty of variety 

Sound: continuous, average 

SKlll levels: 1 

Livesi 5 

Screens: 8 

General rating: avefage to 

good, rriedium addictive. 

U se of com puter 83% 

Graphics 68% 

Ptayabitity 61% 

Getting started 45% 

Add let 1 ve qu al rt ie s 55% 

Valyefof n^oney 58% | 

Overall 50% 



RAPEDES 

ProdLicer: Visions 
Memory required: 16K 
Retai( price: E5. 95 
Language: machine code 
Author: Kevin Bezant 



If you have read the review ol 
G' Force by Euro-Byte, you 
will have noticed that we said 
the oihef Euro-Byie program 
was Pod. but that it is being 
marketed by Vlftons undef 
the name of Rapedes- How- 
ever Pad IS wriiten by Boris 
BaglnskK whereas Rapedes 
is written brfKevm Bezant Ate 
Bezant and Baginski one arxJ 
the same? Both programs 
under their own names are 
availbJe and a quick glance at 
tt>e graphics will r^^vince any- 
one that tfvese two are one and 
the same program - even if the 
authors are not! There are a 
lew minor drtferences which 
we point out before the Critic- 
ism 

R&pedes is m iact a ctassic 
Centipede ; Your ship may 
more left and right as well as up 
and down to about one-third 
the screen height, There are 
green mushrooms which 
erode wrth four shots, a large 
^pidef and snail red mus- 
hrooms and, as the level of 
pJay gets h^her. falling cen- 
tipede segments. The cen- 
( I pede itse It is rnede of a tterrrat- 
I no blue and yef low circles 

The principal differences 
between RapBdes and Pod 
(apait from the names ol the 
authkor) are that Pod costs 
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£6.45. has only one spMd 
(fastish] and a diffefeni key 
layout - 3 rather awkward am 
which uses G H teftfioJil and 
Y^B up down with VHNfU for 
the diagonals It does, how- 
evef, have continuous im, 
which Rapedes does not. For 
coltectors of the unusual we 
wou W recommend buying both 
vers ions! 

CRITICISM 

This IS noi a bad "Cen- 
tipede ' version bul conlrot is 
ditficul! (on both). The graphics 
are noihinq special, all hough 
okay. I preferred Pod t>ecayse 
o( the aulofrre. especial ty as 
this is a long centipede ! 
The key mspKmses are vwy 
good, bu! pQorty piac^d keys 
<ioni hBlp. Th^ gmphics am 
^ery fB$t bfock mo¥&ment and 
detmted. ar^d th^m is good 
mund. I thought th& copy wa$ 
a go€>d one and accurats to 
th& onginai with pteniy ot 
addiciivB qualify, ' 
3 This is a good game which 
COiiid have been much better it 
the keys were betlef 
positioned. They are hard to 
get used to because they are 



alt In a row. The graphics and 
detail for the Hall of Fame are 
also good.' 

COMMENTS 

Coritral keys: Sinclair keys. 

e/7 left/riglit 8/9 up down, to 

lire Eight-direciional 

movement 

Joysllek: Kempslon, ZX 2 

Keyboard play; very 

responsive, a) I hough awkward 

to use 

Uae of colour r Qood 

Qraphtes: simpTe, but 

effective with detail and (a^t 

Sound: average 

Skill levels: S speeds 

Lives: 3 

Features: i or2-player 

Genersl rstlng: above 
average to good. 



Use of CO m p u te r 52% 

Graphics 63% 

Playablllty 64% 

Getting starteid 64% 

Addictive quaiHies 62% 

Value lor nr^onay 61 % 

Overall 61% 



SPACE 
SHUTTLE 

Producer Microdeal 
Memory required 48K 
Retail price: £8.00 
Language: BASIC 

You are aboyt to fly the world s 

most sophisticated flight vehi- 

' cie. It says m the flight manual 

enclosed with the tape This ^ 

of course the famous Space 

, Shu tile. Youf mission is to lake 

I oM. park youf&elf m orbit, move 

^ yourself up to a matfunctionir^ 

satelHte and retrieve ii with the 

remote oonlrol arm. then fire 

! the retros and deecefKl back to 

I earth After rensintry is accomp- 

' lished you must then tand the 

Shuttle on a long runway ^n the 

Idawft before receiving your 



debnefing. 

S^Mce Puttie lis more Of a 
simulation than it is a game 
The openiing screen depicts 
your view^ as pilot, loci4<tng otit 
of ttw sh utile port at the desert 
outside, backed by mountains. 
Some cacti and a gantry are 
Visible, the countdown is 
going. When igmtjon sequence 
begins ihe view scfolls down- 
ward as you lift tnio blue sky, 
pass smalt clouds and tinally 
climb into the black of space 
with a few small stars visitrie. 
j From thie orbii you must move 
the shuttle forward to make 
acquisition with the satellite. 
When this is dor\e the vtevv 
O0isJde shows ttie satetSite in 
position nearby, and the bay 
doors, which may be openeo^ 
Then the remote ami may be 
activated and guided to make 
contact ^ith the satellite and 
both withdrawn into the bay 



There i^s a time limit on this sec- 
tion, after which the ami with- 
draws whether or not you have 
acquired the satellite. 

Once the doors are shut, 
re-entry occurs automaticatlY 
until the view ctears to show 
you the desert iariding stnp 
approaching 

The tape is accompanied by 
a detailed manual Instrumen-^ 
tation includes range and 
aililude, propulsion by reaction 
jeis, real- time mission dock, 
range to the end of the runway, 
aliitude. velocity and reaction 
jet fuel remaining 

CRITICISM 

Don't torgei that the most 
drfficult thing is to land" The 
lake-off looks quite detailed 
and is done quite weJI Moving 
the shuttle around to acquire 



pie enough, with the only diffi- 
culty beingthat the end of your 
arm must make conlad with 
the lower point of the satellite. 
Onty lamfing poses any real 
problem. All U>e way through, 
the simulatiion is done usir>g so 
lew inslrumenls that it t>arely 
deceives to t>e called a simula- 
tion at all. The graphics 
throughout are disappointing 
and simple wrth the drawina of 
the bay doors and the sateTlite 
looking as Ihough they come 
tfoiTi a game two years old.' 



COMMENTS 

COfitrol key a: cursors, plus 
- forward. B - back, O - open 
doors. C -close doors 
Joystick: Protek. AGF, ZX 2, 
Kempston 
Keyboard play: stow 




the satellite is a very easy per- 
formance and I 6q thinly the 
sateliite could have been bet- 
ter drawn with more detail and 
colour Landing is very hard, 
perhaps loo hard Throughout. 
the use of colour is oriiy fair m 
fact, and although tte graphics 
are smooth, Ihey are very sk>w, 
and the sound is poor On tt>e 
whole the game is of a poor 
standard and not worth buy* 
ing; 

This gam^ is a /iWe Similar 
to Right Simulation and* 
requires some skiH, although 
how you i&nd I'm not $ufe. it's 
qufta difticutt. The msiroments 
afB well dBfinBd with hi-res 
graphics, but tha sound is d/s- 
appointing ' 

It says there are five phases 
which require skill Take-ofi is 
all handled by the computer, as 
is re-entry. Parking the shuttle 
near the satellite is very sim- 
ple, virtuaily automatic; getting 
hK>ld of the satellite is also sim- 



Use of colour: average 

Graphics: good resolution, 

smooih. but slow and lacking 

imagination 

Sound: poor 

Skill leveli: 1 

Lives; 

Screens: 5 

Qenefat rating: lacks 

sufficient detaiF to t>e a leal 

simulation, and lacks sufficient 

oonlent to be tjetter than 

avef^ge. 



Use of computer 


69% 


Graphics 


55% 


Playablllty 


50*/» 


Getting started 


68% 


Addictive qualities 


46% 


Value for money 


43% 


Overall 


55% 
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Pinball 
Wizard 



Producer; CP, Softwarfr 
Memory required: 16K 
Retail price: £5.95 
Language: rri&chlfmcocle 
Author: SagJttarlan 
Softwtr* 

Why spend money in the 
ercades any more? for the 
modest outlay of the price of 
litis program, you can now play 
pinball in the comfort of your 
omn home. The layout ot the 
table is quite iradilional wjth a 
row of 12 bumpers at the top 
aiKl two coflections of bonys 
targats to either side These 
ara arranged in a diamond 
shape with a 20-point target a! 
the top and three 10 point 
targets beneath TTiere ts a 
hign bonus gate to the left edge 
d! the table. on« in the centre 
and one at the bottom in the 
middle fn addition there are Hi 
and Lo targets and two central 
bumper gates below the scor^ 
ingwindow. 

To the right is the ball 
launcher Presstng the tire key 
causes the spnng to pull back 
and then return, and continue 
doing this until you release 9m 
liring key in this way it is poss- 
t)la 10 control the sirengih of 
the stiot desired 

At the base are two sets of 
Dippers, each with an indepen- 
dent right and left arm with exit 
gates between them. Two 
more exift channels run at the 
edge sides of the flippers The 
score wir^dow looks authentic 
with the digits tficking up just as 
ihey would m a real tabte= 
Below that is another window 
with the number of balls ieft to 
the player. 

Hitting any of the rollover 
largets at the top of the table 
will light the letter above it 
(S-a4^I T'T A R l-A-N) and 
any ot these targets subse- 
quently hit will increase the 
bonus by 50 points to a max- 
imum value of a treebalt ortoe 
alt the letters have been lit. 



CRITICISM 

'It may noi have quite all (he 
Itwiiaof a no4sy arcade. t>ut this 
is definitely one of the besi 
simulations ol a table-top 
game I t^ve seen. Of coijrse, a 
tot of the graphics don t have lo 
move very much, so it has 
been possible to concentrate 
attention on the bati, which 
moves around with extraordi- 
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Th« hnt ^Ompij|«r g«m« lof dul. 4um^ And E>Jlrkd liJdft. 



nary realism tJsing the flippers 
issimplicity itSBtfand they woft^ 
very elfectively. When I first 
started playing Ihe game I 
thought that a few minutes 
woutd suffice, and thien found 
thai a coupie of hours had pas- 
sed and I was still at rt. Excel- 
lef^t; 

This simutmtkm is fast 
enough to 6e BnjoyablB and 
Bddicfive The sound hm 
be&n yveif used (osimulaie real 
arcado sound Thew isnf 
much gomg on graphtcBlty. 
but what doBS moi/e moi^es 
very smootWy. Perhaps One 
sspGci ffratisnt too realistic is 
that the bail can spend quHa a 
long timo playing by itSBlt. 
bouncing from target to 
tarQ0t' 

T missed Ihe opportunity lo 
"tilt" but othenivise I was very 
impressed with this game The 
coburs are well used it has the 
best effect of a moving ball b ve 
seen yet in a Spectrum game, 
and it manages to be very add- 
citive - not usually the case 
with these sort of games on the 



oomptiter. I wouFd say that as a 
chapige to zapping or even 
adventuring, Pinbait Wizard 
has It made, 

COMMENTS 

Control k«y9: to T left 

flippers. Y to P right flippers, 6 

to ^ero for iaur>chir^ tne ball 

jQfMkk; none - none 

rmeded 

Use of colour: good 

Graphict: large, detailed and 

smooth 

Sound: good 

Skill |«v«lt:l 

LlvtsrSbaJIs 

General rating : good to very 

goad . and addictive . 



U &0 of com puter 75% 

Graphics 70% 

Playsblllty 78% 

Getting started 72% 

Addictive qualttrea 6B% 

V alu B far m o ney 63% 

Overall 71% 



The Devil 
Rides In 



Producer: Camel I 
Software 

Memory required: 4flK 
Retail price :E5J5 
Language: Machine code 
Author: David Abrahams 

Vou are a wizard in battle with 
the legions oi hell Your 
delence consists ot a magic 
circle, which you cannot leave. 
and a tatisman to destroy the 
hellish army. 
In the first screen your magic 



cirde is surrounded by severai 
ghosts, which float lazily 
aroijnd. firing off the occa- 
sional green fire ball at you. 
Your talisman" acts like a laser 
to destroy the ghosts. The 
fireballs weakefi your strength 
if I hey m you. three being fatal 
Running into the edge ot youf 
magic circle does the same 
thing 

In the second screen, the 
scate has been reduced, and 
smali spiders have burlt a web 
around your cirde to protecl 
the big spiders firing at you 
from being harmed by your 
rays The ob|ect is burn away 
the wed so you can lire through 
again The thard screen has ht- 
tta iJevifs scurrying around the 
circle, noi very dangerous unirt 
hil tjy the rays from your talis- 



man. In screens 4 arxJ 5 the 
Angel of ' Death himself 
appears, and screen 5 brings 
forth the win^ demont and 
skeletons which sleaf bits from 
your cifde. The demons 
require h^/o direct hrts befora 
being destroyed 
Between games a !2 hcuf 
clock face appears and counts 
down the finai tew secorrds 
before the gamecommencea. 

CRITICISM 

The cassette box and general 
presentation fs very good, and 
leads you to expect a pretty 
good game The aduahty on 
screen is a bit dittermt. 
Although the pixel movement 

S)raphicg are to t>e commend^ 
Of their sn>oothr>ess> the 
actual graphics are Coring, 
small and very very slow. 
7Ve ne^^er seen a gama quM 
Ska it\i$ o^B bafor0. and i hopa 
t naver will again. Its an origi- 
rmt enough tdaa. but its main 
tef down ts tha sluggish 
msponsa ot the keys Tha halh 
iSharmynioves atyout weft, but 
colour and sound coutd have 
baan better Not a game t 
coufd recommend becausa of 
Its lack ot content 
In some vague respects this 
resembies one of those older 
Berserk type games Machine 
code arKl graphics have come 
quite a way. i^\ t don t think ttie 
ideas behind this one have 
moved much at all SmaJl 
characters and slow move- 
ment don I improve it OnJy ttie 
wjr>ged demons held me m any 
thrall and it s a lor^ wail to see 
them.' 

COMMENTS 

Control key a: cursor keys 

with 9 for diagonal rotation 

and to fire, or a rather daft 

arrangement of AL f eft/right 

and X. M up/down with SPACE 

lo fire 

Joystick: AGF and Protek 

Keyboard play: responsive 

but slow action 

Um of colour: faif 

Graphics: very smooth but 

slow 

Soynd: poor 

Skill: levels: 4 

Lh^«s:3 

Screens: 6 

General rating: a surpnsingly 

uninteresting game despite 

the scenario 

Use of computer 58% 

Graphics 69% 

Playabllity 45% 
Getting started 
Addictive qualities 

Va I ue for m o ney 4 8% 

Overall 53% 



58% 

42% 



Notfor 



I 



heart 
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There ere more than 40 rooms in the 

maze- 1 ike Tower of E^il Throughout the 

Tower is scaltered the stolert treasure ol King 

Salimos, which AndfOS must retrieve and 

pleoe ii> the sacred cheet at the Ipp of 

the Tower 

lb collect the Ireaaure. Andros must travel 

from room to foomn duelling with the 

Demi -Clones, wrestling with the Baphor^ts. 

To defer^d himseli Andres can throw tireballs 

from his fingertips, but even ihis skill cannot 

help hinrt negotiate the dreaded Fire Pits, 



— ._. . .__ — ._ — ^^ — .. . — .._, , 

Tower o< Evil is for experts cwily. - 

We guarantee you hour« 

of enthralling, fast action play. 

%fu should lind Tower Of Evil, with a fiee 
po^er off en at any major software retailer. 
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FORSPEaR(M48. 

{\fto-2D version also avaiiatHei 







STARBL1TZ-E6 95 

At last a true 'Arcade Perfect' gtme for the ZX Spectrum, Swanmers, Aliens, Mutants, Full Colour Laser Fire 

and Explosions It's ail there!. Smooth Mi-Besolutton Graphic Movement of a qualitv and speed 

unattained on any similar Spectrum program before. If you are a hardened Vid Kid then your wait is over for 

a game which is truely a match for your skills. 

Available from most major outlets nationwide. Mail Order: Send your Cheques to Softek House, 
Tranquil Passage, London SE3 OBJ. Dealers Contact: EMI Distribution or Phone us directly on 01-318 B424. 

SOFTEK INTERNATIONAL LTD. 12/13 Henrietta Street, London, WC2E SLH. 



